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Hello Everyone, 


Glad to have you with us for the DEC 
2005 issue of Fictional Reality. In this 
issue we get to look at a bunch of new 
games. They range from miniature 
games to card games (that are more of 
a miniature game) to board games with 
a sprinkling of rpg stuff thrown in for 
good measure. 


On the miniature review side of things 
we have several new faces 
(companies) in this issue including 
Darkson Designs, Corvus Belli, Aber- 
rant Games, Alpha Forge, and Crunch 
Waffle. Many of the Corvus Belli fig- 
ures that we got to look at are from 
their upcoming sci-fi game called In- 
finity and we’re hoping to bring you a 
battle report of it in the next issue of 
FR. 


20 Questions is back and this time 
we’re talking to Sally White from Has- 
slefree Miniatures. We’re hoping to 
bring this back as a regular feature so 
let us know who you'd like us to do an 
interview with for future issues. 


The Painting Workshop feature is still 
going strong and this time we have 
painting mistress Julie Goodwin (AKA 
Death Angel) showing off her talents 
with a Confrontation Fianna. Check 
out her personal website at... 

www.brush-with-death.com 


Battle reports for this issue center 
around small unit action with Starship 
Troopers and Warmachine. War- 
machine is no stranger to the pages of 
FR, but we were finally able to sit 
down and play a game of Starship 
Troopers. If you’re contemplating get- 
ting into the game and want a peek at 
how the game mechanics work you’ll 
want to check out the report that starts 
on the next page. Speaking of Starship 
Troopers you should also know of a 
new policy that has gone into practice 
over at Mongoose Publishing. They 
are now offering 25% cash back to all 
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orders that are placed on their website 
with a military address as their destina- 
tion. There is no end date to this pro- 
motion and it’s Mongoose’s way of 
giving something back to those that are 
willing to put everything on the line so 
we can enjoy the freedoms that we 
do...including playing war with little 
toy men. Mongoose should be ap- 
plauded for this and they are definitely 
among the “good guys” out there! 


That’s about it for now. Hope you all 
have a Merry Christmas and a Happy 
New Year! Enjoy this issue of FR and 
we'll be looking for you in March with 
a new one. 


Mark Theurer and Clay Richmond 
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Clay and I decided to hammer out a Starship Troopers bat- 
tle report for a few reasons. First, I'd had the game for a 
few months now and finally got the models assembled and 
really needed an excuse to play with them. Second, we've 
read over the rules but have not had a chance to play yet so 
we really needed an introductory game to get familiar with 
the rules. We decided to play this game as a battle report 
and as a learning experience for both of us. If you're a vet- 
eran of the Mobile Infantry then you might find this report 
a bit basic, but if you're fresh in to the game like we are or 
you're thinking about getting in but haven't had much expo- 
sure to how the game works this should be right up your 
alley. 


BEFORE THE GAME 


In addition to our actual game of Starship Troopers I 
wanted to quickly discuss my experience in putting to- 
gether all of the figures. I had not built a box-game plastic 
army since the second edition of Warhammer 40K came 
out. That's the one that spawned Dark Millennium and the 
psychic powers on cards. Actually, I don't think I did much 
plastic assembly there as I was playing Eldar and Chaos 
back them and probably parted out the armies that came in 
the box. Anyway, it's been a long time since I put together 
this many plastic models. 


I decided to start with the bugs as they were the most nu- 
merous and I was hoping for a sense of accomplishment 
after finishing them. Each bug is made up of eleven parts 
and there is quite a bit of range of motion allowed during 
assembly and there are extra legs thrown in so you're not 
locked into the same post with any of them. You can, and 
probably will, end up with an army of bugs with each one 
of them in a unique pose. I used the liquid (paint on type) 
of plastic cement and was able to assemble the whole batch 
without gluing myself to anything. I started a makeshift 
assembly line where I would clip off everything and them 
organize all of the like parts into piles. Once done with that 
I would quickly scrape off any excess plastic from the 
molding process. I did not make this part of the process any 
longer than absolutely necessary. I was going for a set of 
assembled bugs first and foremost and just wanted to make 
sure that no unsightly bits of plastic were sticking out 
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where they shouldn't be. The bottom part of the torso 
comes in two pieces and all four legs fit into it easily and 
then you can add the top part of the bottom torso and glue it 
all together. The plastic cement bonds fairly quickly but 
you will be holding the legs spread out in place for at least 
a few seconds. Once this step, bottom torso and four legs) 
was complete on ten bugs I moved on and put together the 
top half of the creatures. Everything on the top half went 
together easily but you have fewer options when putting 
this half together. With the legs you can have them sticking 
out in all sorts of directions and as long as three of the four 
legs are touching the ground you should be fine. On the top 
half you can rotate the little pierces around and open/close 
the mouth a little but that's about it. Once I got ten top 
halves together I glued them to the bottoms and started on 
another batch of ten. The second group of ten went in the 
same fashion and the most tedious part was clipping parts 
off of the sprues. 


The Mobile Infantry started off the same way with me clip- 
ping parts into piles and then getting to work gluing them 
together. I started by securing all of the legs/lower torso to 
the bases. I did this in batches of eight troopers at a time, 
again trying to feel good about getting a whole squad done 
before moving on. The top halves are somewhat poseable 
in being able to choose how they are holding their guns. 
The standard way is to have the guy cradling the gun across 
his chest, but not all of them have to look like that. The 
infantry come with clear yellow plastic face plates that 
you'll want to leave off until you're done painting the guys 
or just choose to put them on and then paint over them, los- 
ing the cool effect of having clear face plates. Some good 
friends of mine recently gave me some flak for having lots 
of unpainted models in our Rag'narok battle report last is- 
sue so I decided to get some paint on, at least, the Mobile 
Infantry. 


I have recently read articles on-line about dipping base 
coated models into wood stain and having them come out 
to really decent table-top gaming quality in like no time at 
all. That's for me! So, I gave it a go and tried out the dip- 
ping method and can't say that my results are really that 
impressive at all. I have no doubt that I probably did some- 
thing wrong during the process and very likely was using 
too light of a wood stain color. The next dip that these guys 
get will be in a vat of Simple Green to hopefully strip eve- 
rything off without ruining the figures, but at least I tried. 
The bugs, however, will be a nice shade of single-color 
urban camo for this game. Yes, that means plain grey plas- 
tic just like when they came off of the sprues. 


GAME PREPARATION 


Since this was a first game, and a learning one, for both 
myself and Clay I decided to use just what comes in the 
basic box game. After pointing up what comes in the box I 
discovered that I would have to adjust that plan just a bit. 
Both squads (total of 16 guys) of Mobile Infantry will point 
up to just over 600 points. The two units of bugs (total of 
20 models) will get you to 300 points. The easy answer, 
and the one that we went with, was to use a single unit of 
Moblie Infantry (8 men) against all twenty bugs that were 
split into two units of ten bugs each. We set up the board 
with some defendable positions for the MI (courtesy of the 
great terrain that you can pick up from Urban Mammoth 
www.urbanmammoth.com) and left the rest of the board 
clear. 


FORCES AND SET UP 


The MI force consisted of eight men in M-1A4 Power 
Suits, one of them being a Sergeant. All are armed with 
TW-203-a Morita Assault Rifles with XW-110-G1 under 
slung grenade launchers. The arachnid force was made up 
of two units of ten warrior bugs. 


Since these are both Priority Level (PL) 1 forces we were 
both restricted from taking some of the cooler options that 
area available in larger games but that was probably for the 
best since we're just learning the game and need to concen- 
trate on the basics first. 


The mission generator matrix indicated that we would be 
playing a Hold mission. This meant that were would get 
victory points in full value for enemy units reduced below 
half strength and also get full value of any of our own units 
that survives the game above half strength. However, we 
would lose points equal to the full value of any unit that is 
within our deployment area at the end of the game, regard- 
less of how much of the unit is left. 


DEPLOYMENT 


To determining deployment areas in Starship Troopers you 
pick a tactic for your army. These are Attack, Defend and 
Probe. After looking at the number, and size when com- 
pared to a MI model, of bugs that I had and seeing that I 
almost outnumbered him 3 to | he took the defend tactic 
and I went with probe. Since Clay had defend as his tactic 
he was allowed to pick which side he wanted to deploy in 
and, no bug mystery here, he took the side with the terrain 
and set up on top of it. Since I was probing I could choose 
to keep up to half of my units off board for the deployment 
phase. I decided to do this, but it ended up not being such a 
good move as you'll see later. Since we had the same PL 
we had to roll off to see who went first and it was Clay. 


THE GAME 


In Starship Troopers play progresses back and forth with 
each player using all of his units/troops and then the other 
player getting to do the same. Each unit can perform up to 
two actions per turn. These consist of... 


Move — Up to your Move characteristic in inches. You are 
slowed by difficult terrain and generally have to go 
around impassable terrain. There are special move 
types, like jumping, climbing and tunneling, that allow 
you to, well, jump, climb and tunnel. 


Shoot — The launching of hot lead or plasma at your en- 
emy. 


Charge — Rushing in to pierce the soft flesh of humans or 
the last stand of an MI hero before he gets his face 
eaten by a bug, of course! 


Ready — Prepare for the firing of a heavy weapon, piece of 
equipment or using a special movement mode. 


During your opponent's move your models are in a state of 
readiness that allows them to react to enemy actions when 
they complete said action within 10” of one of your 
models. It's sort of like being on a persistent state 
of Overwatch if you're an old-school Warhammer 
40K player, but you can react multiple times if the 
right circumstances present themselves. This as- 
pect of the game means that you are almost always 
participating, or on the verge of participating, even 
during your opponent’s turn. It should keep even 
very large games from bogging down and having 
one player just sitting there waiting for you to get 
all of your moves done. 


The length of the game is determined by adding 
three to the higher of the two army Priority Levels 
that are represented on the board. Since we're both 
PLI armies we'll be playing for four turns. 


Turn1 


Clay — Not wanting to make it any 
easier for me to get to him Clay's 
guys decided to just hang around 
on top of their structure and take 
careful aim at the bugs that were 
about to rush forward. In larger 
games I'd expect him to be able to 
cut loose with snipers and gun 
emplacements while my bugs are 
still of range of his assault rifles. 


Mark — My job is easy for this turn too. Move and make 
chomping noises as my bugs rush forward. I did two 
move actions and closed in on the MI. I also screwed 
up at this point because in my rather hasty reading of 
the Probe tactic I misread when my off-board troops 
were to be deployed. They should have come on right | 
now right behind the first unit of bugs. I mistakenly 
left them off until turn two, which would end up giving 
Clay a break in the middle of the wave of bugs coming 
his way. After my move/move the first unit of bugs 
was within firing range of his assault rifles, but had not 
completed their move within 10” of any of his troops 
so he did not get to use any reaction fire. 


Turn 2 


Clay — The MI opened up and blasted away at the oncom- 
ing arachnids. First, Clay picked a target model and 
then counted up all of his troops that had LOS and 
range to it. This was all eight of his troopers. Since he 
was firing Auto weapons, the assault rifles, all bugs 
within 6” of the center of the main target were also 
potential targets, meaning they were within the Fire 
Zone of the MI. When firing you determine a single 
target model that your squad will be centering their | 
fire. Obviously, not all of your guys will shoot at that . 


NEW ADVANCED RULES 
FOR THE MULTI-AWARD WINNING 
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one advancing bug, but that bug will form the starting Mark — Still needing to get into close combat I have no 


point of where your guys are grouping their shots for choice but to continue to surge forward. I took two 
maximum damage. Targets in close, and sometimes move actions and Clay got off six reaction shots. Of 
not so close, proximity to the initial target can get a those six he managed to hit with three and I saved just 
heavy dose of lead poisoning themselves and that’s once. 


what the Fire Zone represents. Basically, it’s nowhere 
that you want to be close to because the whole area is Turn 4 
being turned into a very deadly place. 

Clay — Two shoot actions rounded out Clay's last turn of 
There were five bugs that were about to get a lead-lined the game. On the first one he scored three hits, but I 
welcome to the party! The assault rifle carried by the saved on all of them! The second round of shooting 
MI has a Damage Rating of 2xd6 which means that made up for it by hitting and killing three bugs. 
each guy firing adds two d6 to your pool of dice. With 
eight MI that comes to sixteen dice! Clay rolled 1, 1, 1, 
1, 2, 2, 2, 2, 3, 3, 4, 4, 5, 5, 5, and 6. The warrior bugs 
have a Target number of 4+ so that means that Clay 
needed a 4 or better on a d6 to wound them and cause a 
save roll. There were four hits and I rolled a 1, 2, 4, and 
6 for saves. The warrior bugs have a Save stat of 4+ so 
that meant that two bugs got blasted into little bits. All 
models also have a Kill stat which tells you what dam- 
age roll will kill them outright. The warrior bugs have a 
Kill stat of 8+, which means that they will always get a 
save against the MI assault rifles, but larger weapons 
could kill them outright and deny them their save roll. 
So what happens next? Clay uses his second action to 
open up again! Again, five bugs are in the Fire Zone 
and Clay rolls sixteen dice again. This time he rolls 2, 
2, 2,3, 4, 4, 4, 4, 4, 4, 5, 5, 6, 6, 6, and 6 for a total of 
six hits. I rolled 1, 3, 3, 4, 5, and 6 for saves, which 
means three more arachnids bite the dust. 


Mark — Three bugs are left in this unit and they take their 
first action to move up. The end their move outside of 
10” of Clay's MI so they are denied reaction fire, for 
now. The only way I'm getting close enough to engage 
in close combat it by continuing to move forward so 
that's what they do. They finish their second move ac- 
tion within 10” of Clay's troops and each guy opens up 
with reaction fire and they eliminate this unit of bugs. 
The second unit now moves on (remember, they are a 
turn late because of my screw up in turn 1) and rush 
forward with two move actions. YES, MEGAN LIKES THE BUGS. 


Turn 3 Well, at the end of turn four Clay has a pretty decisive win 
on his hands. I'm sure that losing a turn worth of movement 
Clay — My (Mark's) second unit (actually the only one I out of my second unit didn't help my chances at all and the 
have left since the first one was reduced to dust) is very open firing line did nothing but help Clay set up a fir- 
within 20” of the MI so they open up. Sixteen more ing line and put the boots to me. I'd say that we have the 
dice are rolled by Clay and he hits me six times. I basic of ranged combat down pretty well and can see that 
rolled really well on my saves and only two bugs were the MI are some bad men, and women, when you give them 
killed by this initial salvo for turn 3. Their second ac- the chance to shoot like that. What we didn't get to experi- 
tion turned out better, for Clay, and he managed to hit ence is the close combat rules and since we sat down to 
the bugs seven times and I failed four of the saves. The learn the game and deliver a battle report we decided to run 
unit was now down to four warrior bugs. a makeshift close combat to see how it would turn out. 


As you can see above we've set up our MI on the same plat- 
form that they were on before but we've also put some war- 
rior bugs on the entrance ramp and have given them the 
privilege of going first. 


They started off with a move action, which triggered some 
reaction fire from the MI. The bullets started flying and 
four bugs were hit. I failed two saves and two bugs went 
down ina heap. 


My second action was to charge and two bugs came close 
enough to MI troopers to chomp on them. In close combat 
the warrior bugs get to choose between rolling a single d10 
or rolling 2d6+1. This is different than the damage rating of 
the MI's assault rifle, which is 2xd6. For the assault rifle 
you get to roll two dice and both can cause damage. With 
the warrior bug's attack you'll get just one hit, but you get 
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to pick which range to go with. I'll be rolling 2d6+1 and I 
got an 8 and a 7, which would normally be above the MI's 
Target number of 4+ and force them to make a save roll, 
but these damage rolls were also above the MI's Kill rating 
of 7+ and they were both taken off of the table without the 
benefit of a save roll. After this close combat was over the 
MI got some more reaction fire because the bugs had com- 
pleted an action within 10” of them. Clay's MI took down 
another bug, but now it was switching to their turn of regu- 
Jar actions. 


Clay opened up with a firing action and his dice started to 
abandon him. He only got three hits and I managed to save 
two of them. Just one more bug went down. Here's where I 
made another critical error (like the one where I screwed up 
the entrance of my second unit in the main game above) 
because Clay's MI had finished an action (shooting at my 


bugs) within 10” of the unit of bugs that he was shooting at 
and at least some of the survivors should have charged in 
with a reaction move. We both failed to realize this and 
Clay went for another shooting action which resulted in 
two more dead bugs. 


Moving on to our second turn of this close combat demo I 
got one warrior bug into close combat with the MI sergeant 
and rolled an 11 for damage, chewing him up nicely. The 
rest of the MI opened up with reaction fire and killed four 
bugs. We called it there because we felt we had a good han- 
dle on how close combat worked. 


CONCLUSIONS 


Mark -— Starship Troopers is a fast moving game. No, I 
mean a very fast moving game! We were pretty much 
into the action right off the bat. Sure, the first turn was 
mainly moving, but that's not unexpected and if I was 
the first player instead of Clay he would have been able 
to fire on my on the first turn of the game. It took going 
through the whole “learning game” for us to get down 
the flow of actions and reactions, but I think we have it 
down now and will play another small-ish game before 
adding more troops to the mix and playing a larger bat- 
tle report game. 


The game has a unit-action feel to it that is sprinkled 
with moments of individuals stepping up and getting 
some glory for himself in the form of reactions. I think 
with a bare-bones army, like the one I was playing 
with, I would have been better off using four 5-bug 
units instead of two 10-bug units. That way I could 
have come at Clay from different directions and forced 
him to either concentrate fire on one small unit, allow- 
ing the others to advance unmolested, or split his fire 
among the advancing units and thereby reducing the 
effectiveness of his fire. More terrain on the board 
would have limited the “turkey shoot” that Clay was 
enjoying, but it also would have slowed down my ad- 
vance. 


Of course, not screwing up in the entrance of my sec- 
ond unit and reacting properly in the close combat ex- 
ercise probably would have had an impact of the re- 
sults. I think we ended up presenting a report that 
pretty well characterizes the ranged and close combat 
aspects of the game and you can see that the MI are 
kings of the field when it comes to ranged fire and the 
bugs are just devastating when close up and personal. I 
enjoyed the pace of the game quite a bit. Even with 


taking notes and having to reference the rules a couple 
times we were done in under an hour and a half. I'll 
definitely be adding to my collection of figures for both 
the Mobile Infantry and the Arachnids and Clay has 
also been sparked to build some terrain appropriate for 
Starship Troopers. 


Clay — Well, that game was a whole lot more fun for me 
than it was for Mark I’ll bet. There is nothing like lay- 
ing down a curtain of lead and letting the enemy walk 
through it at their leisure. I'll say one thing, the setup 
of the board, and the look of the models themselves, 
were enough to give me the willies. But looks turned 
out to be a lot worse than reality. I have to say (twenty- 
twenty hind-sight) that the game we setup turned out to 
be completely weighted towards the Mobile Infan- 
try. Giving them all a clean field of fire, and giving the 
bugs a veritable death ally to run down, means you 
would have to have a whole lot of bugs to be able to 
reach the humans. 


The mechanics of the game were simple to use and 
made for a fast flowing game. In some ways the me- 
chanics and completely opposite strengths of the forces 
involved, reminded me of the game “Space Hulk” by 
Games Workshop. As long as the bugs were held at a 
distance, the fire power of the marines completely over- 
powered the bugs. But once in hand to hand, well... 
time to bend over and kiss it goodbye. The starter 
game we played was rather one-dimensional with each 
side only having a single troop type. It left me wanting 
to play again with a larger variety of troops on both 
side (and I imagine Mark was wishing for a bit more 
terrain). Tunneling and different squad tactics (I think 
big squads for the bugs only goes to help the MI mow 
them down in greater numbers) might have gone a long 
way to change up the flow of the game as well. 


Now that I got my initial learning game out of the way, 
I’m looking forward to playing again with a bit more 
depth to the forces. Of course, then it just might get a 
little bit more dangerous for the MI. 


Played by Mark Theurer & Clay Richmond 
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It had been a while since I'd played a game against Christo- 
pher and since we both have a fondness for Warmachine I 
decided to offer up a battle report game for him to play in. 
I’ve been playing Warmachine since the quick start rules 
came out, which is quite a bit longer than Christopher, but 
he’s had many more games under his belt. I also need to 
get back into the swing of things before heading off to Gen- 
Con SoCal (which will be over by the time you’re reading 
this) so I don’t fold like a house of cards when playing 
Warmachine there. 


Since we’ve played Warmachine battle report games with 
regular size armies, infantry heavy armies, and 1000-point 
armies I thought we would try something different for this 
one. For some reason I decided on a 300-point game with 
moderately sparse terrain. I ended up taking Nemo, an Og- 
run Bokur and two Hunters. I have not played with the 
Ogrun Bokur or the Hunters before and figured this was as 
good a time as any to try them out. 


..and now a few thoughts from Christopher. 


It has been awhile since Mark and I have played a battle 
report together. We have a long history of playing games 
in which the person who is more comfortable with the 
game system dominates the other. Oh the smackings I gave 
with Warhammer Fantasy or a Confrontation game run 
amok...The bruises of a Chainmail game beating and the 


total annihilation of my forces in a Chronopia game are 


legendary. With Warmachine, Mark has been playing 
much longer than me, but I have played more often and it is 
in current rotation with my gaming group, The Monday 
Night Irregulars. Let see if we can continue our trend... 


As Warmachine games go planning for this one was a bit 
unusual. We intentionally wanted to play a smaller game 
that would play fast. A 300-point game would be the target 
to play. For those new to Warmachine this is actually 
smaller than a box set game. When choosing an army in 
Warmachine | intentionally deviated from my usual ten- 
dency of playing with a horde of troops and picked the 
heavily armored Khador faction. In the lower points values 
this means a distinct tendency to be outnumbered. In fact 
with my miniature collection I would have only been able 
to play with a Juggernaut and a Marauder with a caster. 
Email correspondence with Mark quickly turned up that he 
was not planning on running a jack only army. So rather 
than have no ranged combat whatsoever, I dropped both 
jacks and took a Destroyer, a 4-man unit of Man-o-Wars 
and Irusk as my caster. My plan was pretty simple. Forma 
wall with the Man o Wars and from behind it use the De- 
stroyer to lob bombard shots at the enemy. Even with the 
slowness of my troops, appropriate use of Inhospitable 
Ground should allow me to get the charge off and mop up 
whatever was not shot to pieces. Irusk’s airburst should 
also help with this as it doesn’t require line of sight to use 
and my caster could safely hide behind my fall of steam 
and flesh. 


..and so it begins. 
The game started off with us rolling to determine who 


would set up and go first. I rolled a mighty four and Chris 
dropped a one. Man, I’m really hoping that this is the start 


of his dice sucking for today. I don’t mean that in a nasty 
way, it’s just that Chris is definitely what I’d call an oppo- 
nent of superior ability here and I'll take whatever help I 
can get. I decide that he’ll have to set up and go first. The 
picture on the previous page details our deployment. I fig- 
ured that I might as well make best use of all of the 
Hunter’s abilities and toss them up where they can start 
taking shots as quickly as possible. 


TURN 1 


Chris started off the game by allocating 2 Focus to the De- 
stroyer and then moving the Man-o-War unit up and form- 
ing a shield wall. Irusk then cast Iron Flesh on the already 
beefy Man-o-War troops and tossed Superiority on the De- 
stroyer. Irusk then advanced on the field and took up resi- 
dence behind a wall. The Destroyer moved up and took a 
shot at one of the Hunters. The light ‘jack was out of range 
of the large shell, which scattered back out of harms way. 


Feeling pretty good about not getting trashed on the first 
turn of the game I allocated Focus to each of the Hunters 
and then had both of them move up and open up on the 
Man-o-War unit. Even with Focus to boost the to hit and 
damage rolls I only managed to hit once and did five points 
of damage to a single trooper. Unfortunately, it was not 
enough to drop him. Nemo and the Bokur moved up to get 
closer to the action. The end of the first turn can be seen in 
the picture below. 


TURN 2 


Chris started off by spending a Focus to maintain Superior- 
ity on the Destroyer and gave 2 Focus points to the De- 
stroyer. The Destroyer then took a booster shot at the 
Hunter that’s most towards the center of the TURN 1 pic- 
ture and did 11 points of (boosted) damage which de- 
stroyed its gun. [Aww, son of a motherless goat! Half of 
my firepower just got turned into metal shavings.] The 
Man-o-War unit moved up again and went back into shield 
wall formation and one of them took a shot at a Hunter, but 
missed. Irusk then ended Chris’ turn by casting Iron Flesh 
on the Man-o- War unit again and then chose to hold his last 
two points of Focus. 


I distributed Focus points to the Hunters again and the un- 
damaged one took a boosted shot at the injured Man-o-War 
trooper and killed him. The Hunter that lost his gun is 
really only good for hand-to-hand combat now (or he might 
find work as a doorstop or anchor) so he charged a Man-o- 
War trooper and hit with a boosted roll, but even a boosted 
damage roll managed to bounce. A Focus spent to get an- 
other attack didn’t pan out as I missed with the attack roll. 
I used the Hunter’s special movement ability to get the 
heck out of dodge before the Man-o-Wars would have a 
chance to tear it apart. Again, the Bokur and Nemo moved 
up to try to get in on the action. The end of turn 2 can be 
seen below. 


TURN 3 


Another 2 Focus was given to the Destroyer and Superior- 
ity was kept active by Irusk. The Destroyer lobbed a shell 
at the undamaged Hunter. The to hit roll was boosted, but 
the shot was still off target. The scattered blast still caught 
its intended target, but failed to penetrate its armor. As has 


., been their norm the Man-o-Wars moved up and formed a 


shield wall. This time one of them took a poke at the un- 
damaged Hunter, but he missed.  Irusk, feeling manly 
enough to emerge from behind cover, took a shot at the 
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damaged hunter and hit it exactly. The movement ability 
of the Hunter was now destroyed and it was reduced to do- 
ing a zombie-like shuffle for 1” of movement per turn. 
Irusk then burned 3 Focus to cast Inhospitable Ground. 


I started my turn by allocating 2 Focus to my one Hunter 
that was still worth more than just scrap metal. Nemo 
moved up and shot at a Man-o-War trooper with a boosted 
to hit and damage roll and fried him like a Thanksgiving 
Day turkey! My viable Hunter moved up and smacked an- 
other Man-o-War, killing him and burned a Focus to attack 
another one but missed. Inhospitable Ground slowed down 
the Bokur and kept him from seeing any action this turn 


the Hunter that had been menacing them. Both struck true 
and damaged the Hunter, but not terribly. 


Well, now’s as good a time as any for Nemo to pump 5 
Focus into the better of the two Hunters and that’s what I 
did. That Hunter then boosted an attack roll against the 
Man-o-War Lieutenant and hit, but the strike was so pa- 
thetic that it bounced. Burning Focus to attack again I hit 
again and this time caused just three points of damage. I 
then used the Steam Tank to burn rubber away from the 
Man-o-Wars, thinking that an unharmed Nemo stood a de- 
cent enough chance against them. Nemo attacked and 
caused two points of damage to one of the remaining mini- 


and the busted-ass Hunter limped along his mighty 1” of jacks (Man-o-War) but failed to drop either of them, proba- 
movement. 


You won’t be surprised to hear that Chris kept Superiority 
on the Destroyer and dumped 2 Focus into it also. Those 
points of Focus were immediately used by the Destroyer 
when it fired (boosted to hit and damage) at the Bokur, but 
only caused six points of damage even though he dropped 
the shell right on the big bodyguard. Irusk tossed out In- 
hospitable Ground again and moved a bit to get a better 
shot and puts a bullet in the brain of the Bokur, making him 
quite dead. Irusk then pops his feat, Undying Loyalty. The 
Man-o- Wars did a bit of moving and adjusting themselves 
before re-assuming their shield wall and they both swung at 


™) sputtered as he moved his big 1”. 


bly sealing his fate. And to end turn four the gimpy Hunter 
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TURN 5 


You know that Doors song, “The End’? Well, this is it. 
The end, not the song, and Chris was not shy in putting the 
boots to me and very clearly announcing that Nemo’s time 
has very much run out. No, I wouldn’t have it any other 
way and he knows that I'd do the same. Game on! 


Chris started off by tossing 1 Focus to the Destroyer and 
keeping Superiority up and running. The big ‘jack charged 
into the least damaged of the Hunters and promptly missed 
his to hit roll. Oh, is that a sparkle in my eye now? Has 
Nemo’s time on the field of battle been extended? No, I 
didn't really think so either. The Man-o-Wars charged 


Nemo and the first hit did 13 points of damage! 


Yes, Nemo had one point left. All Chris had to do is miss, 
or suck on his damage roll, or monkeys could fly out of my 
butt! All of those could easily leave Nemo alive, but no, 
Chris had to smack me up with his other MoW and plant 
Nemo into the ground. But wait, we’re not done! Well, 
really we are with a caster-kill but Chris had Irusk move up 
and fully trash one of the Hunters. 


Postgame Thoughts 


Ouch! Well, yes and no. Yes, I got trashed pretty darn 
good by Chris but it was an enjoyable game to play, mostly 
because I have a very good time playing with Chris. We 
talked about the game afterwards and how shooting at the 
Destroyer would have been a better course of action and I 
think that’s probably right. I’m disappointed that I could 
not get the Bokur into hand-to-hand to at least see how he 
would do. I’m afraid that will have to wait for another day. 
Hey, sometimes you're the dog and sometimes you're the 
hydrant. I was definitely the hydrant today. Oh, how did I 
fare at GenCon SoCal? About as well as in this report. I 


got pretty ripped and came to the realization that I just sim- 
ply need to play more to keep better in tune. Either that or 
switch to Hordes for a while! 


..and from today’s victor. 


When looking at the narrow alleyways of the table, I was 
initially very concerned. There was no area terrain and the 
streets were going to be difficult to maneuver in. I decided 
to turn that into a plus and set up a firing lane early on for 
the destroyer and then march up the center street in a very 
cramped style. After deployment it became very apparent 
that Mark was expecting to see the two heavy jacks plus 
caster army across the table from him. One hunter is an- 
noying, and two can be downright scary. I stuck to my 
plan and slowly whittled away the hunters. Once one lost 
its gun it was quickly ignored as no longer a threat. The 
two hunters spent most of the game targeting the Man-o- 
Wars. 


One thing I have to say I love about this game system is the 
simple fact that if follows the traditional order of operations 
with math. Man-o-War armor is halved down to 9 and then 
shield wall is added to make 13. The hunters were not do- 
ing a lot of damage, and would have been better off shoot- 


> ing at the destroyer. The Man-o-Wars did their job tremen- 


dously taking huge amounts of damage and shrugging it 
off. Irusk on the other hand was not as stellar as I would 
have liked. Sure he finished off a hunter with his shot, but 
Inhospitable Ground was greatly negated by the special 
hunter rules. Vlad would have done a better job at forging 
ahead and trouncing the jacks. The Ogre Bokur was killed 
before he could do his business. I have not seen him on the 


| table yet, and was expecting great things. I will have to say 


that I am tremendously impressed with Nemo as a caster. 
His gun and feat are real scary. Had we played a slightly 
bigger game with mangled metal rules he would have been 
a force to be reckoned with. In hindsight, playing smaller 
games with mangled metal rules balance out the usefulness 
of units in lower point games. 


Played by Mark Theurer & Christopher Carr 
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It’s been a few issues since we’ve done a “20 Questions” 
article so we decided to get back on the stick and got in 
touch with Sally White of Hasslefree Miniatures 
(www.hasslefreeminiatures.co.uk) and hit her up with 
twenty questions. 


1: How does it feel to be immortalized in the form of the 
various "Libby" miniatures and how did idea come about? 
Did Kev just say, "Hey Sally, I'm going to sculpt you as an 
ass-kicking fantasy chick." and you said ok? 


The idea for a 'fuller-figure’ miniature was my idea actu- 
ally. Lused to look at some of the figures produced by other 
manufacturers and noticed that there weren't many BBW 
( Big, Beautiful Women). One day before HF first started, 
Kev and I were talking about future concept ideas and 
where we wanted the ranges to go and I said "we need a 
realistically proportioned female". Kev thought it was a 
good idea and I was the obvious choice for a model. It 
helps that I am happy being who I am so I didn't mind be- 
ing immortalized in greenstuff. 


2: Your sci-fi range is dominated by the Grymn line of fig- 
ures? Do you have plans for another large line of sci-fi fig- 
ures? If so, care to drop any hints as to what they might be? 


The Grymn are the Dwarf faction of our Sci-fi world. There 
are also ‘'Sleiti' (Elves), ‘Bohkin' (Goblins)& 
‘Druusch' (Zombies). The other three factions haven't yet 
been expanded upon as much as the Grymn but there are 
plans to do so within the near future. Also not yet seen but 
on the corks are the Sci-fi Humans (as yet un-named) plus 
the Halflings (Kindred) 


3: On your sprues of extra bits you list that they "can be 
used commercially". Can you clarify your policy on Has- 
slefree bits being used in other commercially available fig- 
ures? 


The only part of the HF range that can be 'used commer- 
cially' are the 'Little bits'...codes HFL***. By ‘used com- 
mercially’ we mean that if someone uses one of the head 
sprues or weapons sprues on a figure that they cast to be 
sold or for personal use to expand their armies we wont sue 
them for use of our IP as we have already given them per- 
mission. Mind you, if any of the other ranges are converted 
and cast up for sale then we would see this as an infringe- 
ment of our IP! 


Full Miniature Painting Service 


High Quality 
Fast Turnaround 
Reasonable Prices 
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4: The Geezer miniature, done in the memory of James 
Wilson, was a great way to pay tribute to someone that 
passed away. Do you have plans for any other figures bear- 
ing the visage of other people, before or after they've 
passed on? 


The Geezer figure was a gift for James who actually saw it 
before sadly he passed away. A lot of the figures are actu- 
ally based or named after people we know. Kev occasion- 
ally does auctions on Ebay for his ‘sculpt your face on a 
figure’ where people bid for Kev to add their face to a fig- 
ure of their choice. These are usually very popular. Mrs H 
our Xmas figure for last year is obviously based on me and 
this year our Xmas figure 'Santa's little helper’ is an Elf 
based upon Sarah my admin assistant. 


5: Have you ever considered doing something similar to 
Eureka Miniatures (www.eurekamin.com.au) where they 
take orders for a sculpt that their audience wants and as 
soon as they have a set number of pre-orders the figure 
goes into production? 


Yes it is something we have discussed both between our- 
selves and on the Forum of Doom with our customers. The 
problem is that most of the cost of a figure goes in Kev’s 
time to make it so if he made a green and then displayed it 
then we might as well make it! We do listen to our custom- 
ers and their ideas and there is a separate section on our 
Forum where these discussions take place. 


6: In your opinion, what is one figure that is missing from 
the Hasslefree line that you'd like Kev to sculpt? 


I would like Kev to sculpt a Vampire range. Angel, Spike, 
Lestat, Drusilla etc Not to jump on any bandwagons or to 
tread on any copyrights but because i think that type of 
modern vampire figure would sell well and they would 
make fantastic characters to paint and game with. 


7: Any plans for more staples (like gnolls, more ores and 
goblins, bugbears, etc...) from fantasy monsters making an 
appearance in the Hasslefree catalog? 


We have just contracted a sculptor to help Kev with the 
Ores & Goblins range and Kev does like sculpting mon- 
sters but working so closely with Andy Foster (Heresy) 
who makes such excellent monsters means that Kev would 
rather work on other genres that Andy doesn't excel in. 


8: The Hasslefree WIP page shows a couple of dwarf 
cavalry and a dragon in the works. What other big stuff 
is in the works that we might not have seen yet? 


www.bluetablepainting.com 


Some vehicles for the Grymn/Sci-fi range including a 
Grymn Walker and a grav tank. Also a Tiriel on horseback. 


9: Many figure manufacturers stay away from nudes. Is 
there any reason that you decided to buck the trend and 
produce some minis that are for a more adult audience? 


I don't think our naked females are aimed towards a par- 
ticularly ‘Adult’ audience per se as much as those who like 
to see ‘sculpture in miniature’. I think as a whole the sculp- 
tors within this industry are all just seen as making 'toy sol- 
diers' whereas a closer look at Kev’s work or the work of 
Tom Meier shows as much detail for the scale as possible 
captured within greenstuff which is comparable with the 
classical sculptors who use clay and marble as their media 
for _expression of the human form. It is just a different way 
of looking at the miniatures. I think the phrase ‘adult audi- 
ence’ implies something pornographic whereas the HF fe- 
males just happen to have forgotten to get dressed! 


10: I didn't mean to imply pornographic in a "bom-chicka- 
bom-bom" way. It's just not the norm. Just promise that the 
next ogre won't be armed with just an axe and a big smile 
and forgot to put his pants on before going off to battle. 


Hehehehe, Bugharoth did get a good welcome and a few 
raised eyebrows but hey who clothes demons any- 
way??.....lol! 


11: Has there been any negative reaction to the figures ref- 
erenced in # 6 above? 


None at all that i am aware of. If anything we have been 
encouraged by customers who recognize the skill involved 
in creating something so perfect in miniature. Kev creates 
his figures by first building the skeletal frame and then add- 
ing the layers of muscle and finally the skin. This creates a 
perfect anatomically correct form whether male or female. 
Our customers acknowledge and admire the talent that it 
takes to do this. 


12: Is Kev's process of building the skeletal structure first 
and then putting the musculature and clothes on top of that 
typical of miniature figure sculptors or pretty unique? 


We are only aware of Kev and Tom (Meier) working this 
way. That isn't to say that others don't work this way just 
that we don't know about them. It isn't typical of the indus- 
try, usually a hand poking from a sleeve is sculpted as a 
sleeve with a hand poking out of the bottom of it rather 
than a hand attached to an arm and in turn a shoulder that 
just happens to be clothed with a sleeve.....does that make 
sense? 


13: Is there any particular reason that Kev sculpts in this 
manner? Seems like it would take more work/effort to get 


each figure done that way? 


Yes, it is more work although Kev is so practiced now that 
mostly it comes as a 'second nature’. What he achieves by 
working this way is everything looking 'right'.......how 
many times have you looked at another manufacturers fig- 
ure and wondered what looks wrong and then realized that 
the arm couldn't possibly be in that angle or the shoulder 
doesn't look right or even one arm is longer than the 
other ?? He has worked hard to build up his name within 
the industry and attention to detail / anatomy is one of the 
characteristics associated with his work, also one of the 
reasons he is so sought after as a freelancer. 


14: If not working on stuff for other companies how long 
does it take Kev to complete the sculpture on a standard 
human-sized figure? 


If he is motivated and really 'wants' to sculpt a particular 
figure he can complete one ina day. 


15: I saw that Seth Nash has sculpted a bit for Hasslefree. 
Are other sculptors doing freelance work for you or is it 
still pretty much a Kev shop? 


Kev Adams (the GoblinMaster) is helping with the 'Orcs & 
Goblins'. Also we have a sculpting competition running to 
find a sculptor to join the HF team sculpting the 'Pirates' 
range. The entries we have seen so far are excellent and we 
may end up commissioning work to at least two or three of 
the applicants. We aren't planning on contracting out lots of 
work, just enough to keep other ranges growing that Kev 
isn't currently working on. Don't let his smiley face fool 
you, he is a bit ofa hard taskmaster and a perfectionist and 
would expect a lot from anyone who joins us. 


16: Do you have plans for a Hasslefree game of your own 
(sci-fi, fantasy, or both) or are you content with customers 
using your figures for existing games? 


Yes, basic structure has been there for a while but it is wait- 
ing until other areas of the business have built up to a cer- 
tain level first. What we don't want to do is fall into the trap 
of some other small manufacturers of producing a game 
that relies on their own range of figures to play it and then 
cant keep up with the demand of producing the figures to 
go with it. HF figures can be used in a number of existing 
games systems (see the 'Fluff & Stuff ) section of the web- 
site as well as being written into at least one. We are quite 
happy with that. 

17: What games do you and Kev get to play? 


That's a bit of a cheeky question to ask a married woman!! 

Ermm.....'Chase the children into the bathroom’, that hap- 
pens most nights. Another usual one is 'Stop the children 
killing each other and driving us to a breakdown'...that is 
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lott e ‘World of Hassiefree”. ‘Work is also underway on the ‘Pirates’ & Sci-fi ranges. Expect to see images of these in the next 
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quite popular and very common in our house........lol! We 
don't get to play much anymore unfortunately although Kev 
is teaching the two older children basic gaming at the mo- 
ment (Megan just tries to eat the figures) and they are en- 
joying it. I would quite like to get one night a week to go to 
a local gaming group and play one of the excellent Zombie 
games that are out there at the moment. Kev used to do a 
lot of 'Play by Mail' games with friends of his. 


18: Are most of your sales to the American or European 
market? 


Equally divided actually. Initially it was 60% USA and 
40% UK and Europe. Now it is about 40% USA, 40% UK 
and Europe and 20% non-EU countries such as Japan and 
Australia. 


19: How have the "kid" figures been received? Any plans 
for more, like maybe some dwarf or zombie kiddos? 


The 'kids' figures have just flown ( not literally) off the 
shelf. By the time this article goes to press there will be at 
least one more with some more due within the next few 
months. The current one 'on the corks' is a child zombie 
hunter called ‘Chow Mein’ with a skateboard, katana and a 
helmet on. 


‘n....follow the link on our website to see 
be abotierat hin phct haaad 


20: What single figure, and whole line, is your best selling? 


Gen, the Altar Demonette, followed closely by Liberty, 
Tiriel, Harem Girl and Fantasy Football Kalee (I sense a 
theme here!). Whole line, as in overall combined sales?....... 
that is a close one. If you had asked that about three months 
ago I would have definitely said "Humans" but now the 
Adventurers are catching up really fast. 


By Mark Theurer & Sally White 


16 


Dungeon Clash NG008 $39.95 


Dungeon Clash is Adiken's introductory or starter version 
of their game Nin-Gonost. In Dungeon Clash you get eve- 
rything to get you started in dungeon adventuring without 
the $150 price tag that Nin-Gonost carries. Of course, 
you're not getting as much as in the larger/full version of 
the game. 


Components 

The large blister pack contains a double-sided rule sheet, a 
fold-out map, 25 dice, 9 stat cards and 9 figures. The set is 
quite compact and could easily fit into a small miniature 
case once you're done painting the figures. 


The figures are all standard Adiken faire and you get five 
orcs (1 sergeant with whip and sword, two bowmen and 
two melee fighters), one Half-Troll and three heroes 
(dwarf, knight and archer). All of the figures needed some 
cleaning, but I found no defects. The orcs remind me a lot 
of LOTR orcs (ugly and brutish) but a bit thinner in build. 
They all wear plate armor. Of the heroes, the dwarf is in the 
most dynamic pose. The knight is tall, but seems a bit thin 
to me for wearing all that heavy plate armor. The Half- 
Troll is really the star of the group. He carries a trident and 
chain and doesn't have a plastic base to stand on like the 
others. I'd drop him on to a large round or plastic base just 
to add some stability. All of the figures should paint up eas- 
ily for a novice or advanced painter. 


The dice are all d6's and have their numbers printed on 
them. I haven't played with them a whole lot yet so I can't 
say how well the printing will hold up under significant 
use. Of course, I can't say that they won't hold up well ei- 
ther yet. 


The Game 
I won't go over the whole review from Nin-Gonost (see 


WA Fictional Reality 19) but the introductory rule sheet is defi- 


nitely enough to get you started. It begins with a plug for 
the magnetic boards that come in Nin-Gonost, which I 


@ think are truly marvelous and one of the best things to 
come out in a long time. We use them in our D&D games 


and they can easily add a dungeon to any tabletop game 
that you might be playing. They are versatile almost be- 
yond words. In Dungeon Clash you get a color map sheet 


that details a small dungeon section and it fills the role of 
mq the magnetic/plastic pieces but just to get you started. It's 
4 completely functional to teach you the game, but after that 
W you'll either need to pick up the magnetic/plastic pieces or 
¥ resort to drawing out your dungeon corridors and rooms on 


paper. 


The stat cards are then gone over, explaining what each 
characteristic is used for and the point value of the model 
represented on the card. The back side of the rule sheet ex- 
plains how each characteristic is used in the game. Each 
model has a number of actions which can be used to move, 
shoot or fight. All of the models in Dungeon Clash have 
four actions, except the Half-Troll which only has three. In 
general, moving takes one action per move but you might 
have to use additional actions for complete U-turns or side- 
steps. Melee Combat takes a single action, but shooting 
takes two per shot. When it comes to combat, melee or 
shooting, you'll select the die color that corresponds to your 
model's FIGHT stat. You can be directed to select a differ- 
ent die based on modifiers. Both characters roll their com- 
bat die, along with a FATE die that can give you an auto- 
matic hit or automatic block. Unless fate intervenes the 
character that rolled highest strikes his opponent. Once you 
hit someone you add how much you beat your opponent's 
roll by to your damage. If that is over your target's Resis- 
tance they are dead. Ranged combat is similar except the 
target does not roll anything but the FATE die. The rules of 
engagement are easy enough to learn and you should be 
playing right after gluing figures down to the bases. Being 
an introductory version of the full game there are some 
things missing. Magic is not discussed at all and special 
abilities or equipment (that are shown on the cards) are not 
discussed in this rule set. Also, creatures having multiple 
wounds is not part of the basic game. 


Value 

At $39.95 Dungeon Clash is significantly less expensive 
than Nin-Gonost, but you're still getting a good value when 
comparing its cost to the individual components. The figs 
alone would run you $41.55 and the dice retail for another 
$24.95. The game is easy to leam and quick to play but 
after a game or two of the basic game you'll probably want 
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more depth. The Nin-Gonost rule book is available sepa- 
rately so you don't have to grab the Nin-Gonost suitcase if 
you've already picked up Dungeon Clash. If you're in the 
market for a simple dungeon stomping game then Dungeon 
Clash will get you started, but you'll probably want to add 
the Nin-Gonost rule book and additional figure pretty soon. 


Review by Mark Theurer 


Battleground is a tabletop fantasy miniatures combat game 
with no miniatures. What? Instead of buying, assembling, 
basing and painting hundreds of miniatures you use cards 
(standard playing card size) which represent units taking 
the field to do battle. Each starter deck, of which there are 
three right now, costs $14.95 USD. 


The game comes in starter decks similar to those that you'll 
find with collectible card games, but these are non-random 
decks and there is no collectible factor to the game. In addi- 
tion to what you get in the pack of cards you'll need multi- 
pled6 (not like we all don't have more than we need lying 
around) and a dry-erase marker or grease pencil. I know, 
you're scratching your head on that last one but it will make 
sense, trust me. 


Each card represents a single unit in your army. Whatever 
that unit is it's on a single card. The back side of the card 
shows a color picture of the troops that it represents along 
with the point cost of the unit and any special abilities that 
pertain to it. The front side of the card is the one that you'll 
have facing up while it's on the ta- 
ble fighting. The front side is domi- 
nated by an overhead picture of the 
unit and this will give you a sense 
of how many individual fighters the 
card represents. In the case of Gob- 
lin Bowmen it might be as many as 
32 and as few as 2 for Trolls. The 
card also show the fighting prowess 
of the unit, their moral, their move- 
ment value, their wounds and a 
place to write their orders. These 
last two (wounds and orders) are 
what you'll need that dry-erase 
(don't use a wet-erase or you'll 
eventually damage the card during 
cleaning) marker or grease pencil 
for. As wounds are taken you check 


off the relevant boxes. The order that the given unit is un- 
der is marked in the circle as a reminder to you as to what 
action they can take. See the diagram, below, for an expla- 
nation of a typical unit of Goblin Archers. 


Each game turn is a pretty straightforward “I go / You go” 
affair with each player moving and fighting with his units/ 
cards. Combat is handled easily with just d6 and works like 
this. A unit of Human Swordsmen has attacked some Gob- 
lin Bowmen. The swordsmen get five dice to attack with 
and have to roll a 5 or less to hit. The roll to hit is modified 
by the defender's Defensive Skill, but the goblin archers 
have a zero in this area so they are about to get pasted. Let's 
say that I hit all five times, which is not an unlikely result. I 
now roll to damage and roll those five dice (five hits) and 
now need a 4 or less to damage the goblins. The “to dam- 
age” roll is based on my unit's Power minus the defender's 
Toughness. The goblins have a | in this stat so my base of 
5 is lowered by one, easy enough. Let's say that I succeed 
on 4 of the five rolls to damage the goblins, resulting in 
four wounds. I mark off one box on the goblin's damage 
track for each damaging hit. I would mark off (see the same 
Goblin Archer diagram above) all three of the green boxes 
and one yellow box. Since it lost the last box of a given 
color the goblins must make a Rout check. Being in the 
yellow means that their normal courage has been reduced 
by one and they need to roll a 10 or less on 3d6 or be de- 
stroyed. Yup, blow a rout check and you are history, my 
friend. 


Movement and ranged combat require you to either employ 
a measuring device (again, like d6's you probably have a 
bunch of rulers and tape measures lying around) or there is 
a conversion table included in the game that tells you how 
many short or long cards sides equal a given distance. For 
example, my Human Swordsmen that just beat the hell out 
of the Goblin Archers (yes, I know it's not fair because we 
didn't let the gobbos get shots in first) have a move rate of 


Goblin Bowmen 
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3.5” and that 
translates to 
moving the 
card one long 
side foreword. 
This works 
quite well for 
movement, but 
you could end 
up with a 
bunch of cards 
on the table 
between units 
when trying to plot out the 14” range of archers. 
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Orders are given to units at the start of the game but these 
can be changed through the use of Command Cards which 
you'll get from turn to turn. 


The first handful of pages of the rulebook (48 pages long 
and as small as a CCG rulebook with slightly larger type 
and plenty of diagrams) is enough to get you started and 
thrown some cards down on the table and fight. The rest of 
the rulebook is a comprehensive accounting of all of the 
basic rules and includes additional information on maneu- 
vering and other combat modifiers. 


All of the starter sets come with the basic rulebook, refer- 
ence cards, unit cards and command cards. You'll need to 
supply your own d6's. 


Undead Army Starter — This pack is light on cavalry and 
heavy on skeletons, which is not out of character for an 
undead army. The skeletons come in various flavors like 
Skeleton Trolls, Bowmen, Spearmen and a massive Horde 
of skellies. Also included are Zombies and Ghouls and a 
large mass of undead flesh and bone called an abomination. 
The two included 1500-point pre-built lists can easily be 
supported by the unit cards in the deck and all of the unit 
cards total out to 3337 points so you can easily have a mas- 
sive fight with just the contents of this pack. Almost the 
entire army is immune from Courage checks, but they are 
also less resilient than other armies. The special ability of 
the undead army is reanimation, but healing is probably a 
better term for what they can do. They cannot bring units 
back after being destroyed, but can heal them as long as 
they are still on the field. Of course, if you look at the unit 
weakening as it's troops are being depleted and you are 
simply raising them again then I guess reanimation works. 
Your command cards will also help keep your units from 
being ground into dust and bones. 


Men of Hawkshold Army Starter — This is a very archetypi- 
cal human fantasy army with melee fighters (spearmen, 
peasants, militia, swordsmen, great swordsmen and heavy 
infantry), bowmen (regular and longbowmen) and cavalry 
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(scouts and light cavalry). The whole unit deck totals out to 
3334 points so you should be able to toss a complete deck 
against another complete starter deck and have a very large, 
and even, fight. The human's special ability allows them to 
boost their bravery, which should make them double-tough 
to rout from the field of battle and their command cards 
seem to give them a real edge in terms of being able to 
quickly adapt their strategy to properly respond to their 
opponent's actions. 


Ore Army Starter — Ores (archers, marauders, spearmen, 
and swordsmen), Goblins (crazed, bowmen, raiders, spear- 
men, and wolf riders) and Trolls make up what you'd ex- 
pect out of a greenskin army. Curiously, the whole ore unit 
deck totals out to 3755 points so you'll need to pull out a 
few cards if you want to play whole deck versus whole 
deck against the humans or undead. The orc special ability, 
and many of their command cards, are designed to let the 
greenskins hit you harder than they normally would. 


I found Battleground to be a very cool and enjoyable game. 
If you want an alternative to amassing and painting massive 
armies of plastic and/or metal fantasy miniatures you'll do 
really well with Battleground. The basic decks do not ad- 
dress terrain, magic or war machines but I don't! doubt that 
they will be present in some form in the expansion decks 
for each race/army. You'll have to read the next issue of FR 
for the skinny on those though. Even if you're not looking 
to get rid of your massive tabletop armies I think you'll still 
like Battleground. It has the same tactical feel as moving 
around movement trays of painted armies, but obviously 
lacks the same visual aspect of a massive unit-based table- 
top game. It also lacks the large table space needed for 
miniature games and you can easily play this on your 
kitchen table or even on the coffee table in your living 
room. All of the artwork is CGI renditions of the various 
troops and it's good, but could be better and I might have 
chosen to go with old fashioned hand drawn artwork my- 
self, but maybe that's just me. The artwork definitely does 
what it's intended to do and that's to give you, the player, a 
very clear picture of what you and your opponent are push- 
ing around the table. Another thing that you'll find lacking 
when compared to a standard miniatures game is unit flexi- 
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bility. Each unit as big, or little, as the card says. My Skele- 
ton Spearmen cost the same as yours do and the unit has 
the same stats. Command Cards give you the chance to 
augment units that are in the field during the game though. 
I'm sure this could easily be added to army expansions if 
the authors wanted or there was demand for it. Overall, I 
think you get a heck of a deal for your fifteen bucks. For 
less than you would spend on a handful of miniatures you 
get a game, an army and just need to find an opponent 
who's also willing to part with a little bit of cash and you 
can thrown down with them. I liked Battleground a lot and 
would recommend it. New armies are planned every three 
months so I'd look for a 4"" army soon since the game 
launched at GenCon Indy in August. 


Review by Mark Theurer 


Space Station Assault is a 
non-collectable — card 
game put out by Your 
Move Games, the game 
comes with two complete 
card decks, one deck for 
each player. The game 
can be played with more 
than two players, but 
then more than one game 
set will have to be used. 
Each player’s deck con- 
sists of a total of ten dif- 
ferent kinds of space 
ships, and a single space 
station for a total of fifty one cards (there are also four ex- 
tra blank cards added for those of us who can’t help but to 
add in new twists to games). The object of the game is to 
be the first player to amass at least sixty points of kills. 
Game length is variable depending on the aggressiveness of 
the players, but it does take long to learn that passive play- 
ers don’t score as many kills. A normal game will proba- 
bly end sometime during the fourth round (or wave), 
though they could go to the fifth round without too much 
difficulty. So far I haven’t seen a game end on the third 
round yet but we’ve come very close. At the start of a 
round, each player draws ten cards and has only the cards 
in his hand and those ships still surviving on the table to 
use during the round. The game is fast paced and is nor- 
mally only about thirty minutes in length. 


In concept, the game is quite simple. Each ship has only 
four stats, speed (which does nothing more than determine 
it’s order of play), Victory (the points you get for shooting 
it down), Firepower (the number of points of damage the 
ship does in one round) and shields (the total number of 
points of damage necessary to turn the ship into space 
dust). The firepower of the various ships range from one 
(for the lightest fastest ships) to four (for the larger but 
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slower ships). Similarly, shields also range from one to 


four following roughly the same rule of thumb. The num- 
ber of victory points a card is worth is of course propor- 
tional to its firepower and shields, and the range of victory 
points, like the shields and firepower stats, is from one to 
four. Speed is the only stat that has a slightly larger range, 
but even this stat only ranges from one to five. 


The excep- 
tion to most 
of the stat 
limitations 
is of course 
the space 
station it- 
self. This 
guy takes 
more 


is 
worth a whopping sixty points (thus if you shoot down 
your opponents space station the games ends immediately) 
and has a speed of six (the higher the speed value the later 
in the round the card gets to play, in other words, the space 
station goes last). Obviously, destroying the enemy Space 
Station is the prime objective, but of course defending your 
own at the same time is the trick. 


The graphics on the various cards are great, and the way 
the stats are laid out on the cards, with the descriptive 
icons, helps to makes the game quick and easy to learn 
without continually needing to refer to the rules. As for the 
tules, they too are short ands sweet and are all contained on 
a single sheet of paper. If you’re a slow reader, it will take 
all of ten minutes to read through them. 


I find the 
game to be 
very in- 
triguing 
because it 
can be 
played on 
several dif- 
ferent strat- 
egy levels 
and there 
are at least 
a couple 
different schools of tactics that you could employ. Each 
time I play the game, I see another nuance that I will need 


to test out. It’s enough to keep an old time strategy game 


lover like myself interested, and coming back, while at the 
same time my nine year old son also loves it and plays it 
(essentially with no concept of strategy... guess that comes 


Thnovative t “tabletop pvargaming, 


Ate étion of the cd st’ 


which units are represented by eards instead of a collection of models, We br 
F you all the charginj 


flanking and intricate maneuvering of a great wa 
for a fraction of the cost. 


game ina 
convenient pack, 


Each Army Starter g 


s you all the ecards you need to play with that army, includd 
1 Command Deck and two quick-reference cards. 


youl fifty unit cards, including two not found in 
the Starter, to expand your design horizons. 


Whethei 
battle- 


eighteen units, he 


Abery Rein forcanttn: deals & 


you choose to play the brave and well-trained Men of Hawkshold, the 
‘azed Ores, or the relentless forees of the Undead, Battleground: Fantasy 


Warfare offers you an incredible range of ways to outmaneuver and defeat your 
opponents, 


ww 


yourmovegamesicom’ 


192005 YoukyMave Gameh, All Rights Restrved. 


a 
- 


later) with his friends without difficulty (the two of us have 
been rather competitive trying to get our hands on the 
game... guess I'll have to go out and get another for my- 
self). The only downside I found was that keeping track of 
the damage to the various ships was at first a tad cumber- 
some, but this was pretty much resolved when we started 
using dice (on top of the damaged ships) to keep track of 
the incurred damage. Much of the element of chance has 
been removed from the game as there is no dice rolling. 
Each player will be using most if not all of their deck dur- 
ing the game, so you would have to be having a really 
lousy day for there to be too much disparity between the 
cards available to the two players. For tournament rules I 
can see even this small element of chance being taken out 
of the mix. The game sells for $14.99 USD and I think that 
for the hours of enjoyment you will get out of this game the 
price is well worth it. 


Review by Clay Richmond 


This game is one of those 
where you will have as 
much fun reading the rules 
as you will playing the 
game. The sense of humor 
of the designer’s flavors 
the rules and the imagina- 
tive cards throughout. 


Succession is a board 
game for two to five play- 
ers and it’s simple to learn 
and can be very fast mov- 
ing (the only thing that can 
slow it down is long 
winded negotiations). In 
fact, it can sometimes be 
so fast moving that if you don’t watch out, the game can 
end way before you are ready for it to (I speak from experi- 
ence here). This is a game where the enjoyment you get 
out of the game really depends on the players you are play- 
ing with. Passive or unimaginative players I don’t think 
will do very well in this game, and probably won’t enjoy it 
very much either. But “real” gamers, the kind that likes to 
be competitive and can use their wit to think on their feet, 
will find this game more than a little interesting (and will 
more than likely not be able to stop with only one game). 


One of the neat aspects is that each player is assigned a 
character and each character has a different strength. The 
successful players will base their strategy at least partially 
around their characters strength, which means that for each 
game you will have to play a little differently (dependent 
on the character you get) to be successful. Another very 
interest aspect of this game is that it’s not always REAL 
obvious who is winning until it’s too late. 


Each of the characters is trying to place themselves high in 
the standings of whoever becomes king (there are five can- 
didates for King). That means that any character can be 
considered the winner regardless of who becomes king (the 
winner is essentially the character that the new king likes 
the best at the time he becomes king). This means that 
there are five different paths to the victory circle for each 
and every player, and though sometimes the paths a par- 
ticular player is taking might appear obvious, you always 
have to watch for that “surprise” run. If there were a down 
side to the game, it would have to be that the negotiations 
that take place are purely voluntary. What I mean by that is 
that the game can actually be played with no negotiations at 
all, but that takes a large part of the fun out of it. Meek 
players, or players that are not used to negotiating with 
other players, may find that they prefer to keep to them- 
selves. Although I have yet to see that strategy do well, 
there is nothing in the rules to really force, or even encour- 
age players to interact. The art and graphic design and pro- 
duction quality of the game are all excellent and do a lot to 
add to the fun of the game. MSRP for the game is $39.95 
USD. 


Review by Clay Richmond 


Sigmar's Heirs is a hard- 
back book that expands. 
the information on the 
Empire in Warhammer 
Fantasy Roleplay. It's a 
full color volume printed 
on slick paper and has 
plenty of pictures sprin- 
kled throughout its pages. 
It's published by Black 
Industries and was devel- 
oped by Green Ronin. It 
has a cover price of 
$29.99 USD. 


Chapter 1: The Land and its People 

Six pages get you started in the Empire and gives you brief 
information on the land. The four main “good” races of the 
game (Humans, Elves, Dwarves and Halflings) are each 
given several paragraphs that flesh them out a bit and give 
the GM and player alike information on how the bulk of 
these races relate to each other. It's a nice start to the book. 


Chapter 2: The History of the Empire 

In this chapter you'll get a good read on the founding of the 
Empire and the man that founded it and eventually became 
a god. It's not an overly detailed history and therefore didn't 
become boring. It's a brief read that will get you plenty of 
information to become acquainted with the locale and ends 
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in a three page timeline that covers 2500 years of its his- 
tory. 


Chapter 3: Government & Foreign Relations 

The next five pages bring the Empire into the present day 
and detail the workings of the government and its relations 
with Bretonnia, Kislev and Tilea. It's mostly of use to the 
GM, but can be used as background information for players 
to get them up to speed with the particular goings on of an 
adventure. 


Chapter 4: Law, Justice & Criminals 

Coming in at only six pages makes this chapter is a quick 
read, but an enjoyable one. Since laws can varry throughout 
the Empire, along with penalties, there is not a comprehen- 
sive list of “this crime” will get you “that punishment” but 
some things are pretty universal like the worshiping of 
Chaos cults getting you a thorough, and painful, beating 
followed by a messy death. A listing of some strange laws 
and a quick system for working out trials ends the chapter. 
My favorite part of this chapter is a short section on how 
traveling judges, and their bodyguards, roam the Empire. 
This could form the basis of an adventuring group or also 


cause some unwanted, but entertaining, distractions for a 
party of heroes. This chapter also made me remember 
fondly a WFRP game that I ran many, many years ago 
where a PC was framed for the death of a noble's fiancé. 


Chapter 5: Cults of the Empire 

The next ten pages describe major cults of the Empire and 
their worshipers. Each one gets several paragraphs to flesh 
them out for players and Gms in enough detail to drop into 
your games immediately. There are some shorter sections 
in this chapter that talk about the role of superstition in 
common folk and lucky charms. These charms are like mi- 
nor, sometimes having just one use, magic items that a GM 
can easily sprinkle among other mundane items that PCs 
come across. 


Chapter 6: The Grand Provinces 

This is the longest chapter in the book and it goes into very 
good, and interesting, detail about the various areas of The 
Empire. Each province is given several pages worth of 
reading to flesh it out for player and GM alike. Depending 
on you party and where their characters come from you'll 
have to determine how much information to give them at 
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character background and roleplaying campaign. 
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Character Generation, | beautiful map of the 
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ocean currents, prevailing 
winds, tectonics, and even 
star charts. Cultures, 
economics, history, 
politics, and religions are 
all detailed. 

HarnWorld is supported 
by an extensive series of 
kingdoms, cities, castles, 
manors, abbeys, and more. 


! Treasure, and a Harnic 
Bestiary. The rules are 
modular and looseleaf, 
with dozens of options to 
customize your game. 
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by many expansions 

| including Magic, Religion, 
*» Manors, Pilots, and 
Barbarians. 
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any one time, but a little here and there should be fine. In 


addition to the listings of important places, each province © 


section also includes two adventure seeds that can easily be 


built out into full adventures. With the seeds in the book § 


you could easily put together over twenty adventures and 
take more than one party through several career changes. 
It's good reading that also includes a color map of The Em- 
pire. 


Chapter 7: Forbidden Cults 

At just three pages long there's not a whole lot to digest 
here, but you'll find two cults that are populated by human 
worshipers that are outlawed (punishable by death) in the 
Empire. First up is the Cult of the Yellow Fang that finds 
humans worshiping the god of the Skaven. The second is 
an angry god that works against Taal and Rhya, a nature 
deity that is popular in the countryside's of the Empire. 


Chapter 8: Ill Met in Bogenhafen 

A seventeen page adventure closes out the main chapters of 
the book. It's a short, a couple of days work for your party 
of PCs, adventure set in Bogenhafen that will immerse the 
party into the political shenanigans of the major commer- 
cial groups of the city. It's designed for a party that's about 
halfway through their first careers so it's not littered with 
monsters and magic, but is a good early adventure and one 
that can easily be used as a launching point of further work 
in the area. 


Appendix 1: New Careers 

Eight new careers (Apothecary, Gambler, Raconteur, As- 
trologer, Exorcist, Forger, Knight of the Blazing Sun and 
Verenean Investigator) broaden the potential for PCs as 
they gain experience. Combat-heavy and more role-playing 
geared careers are presented and I found that rogue, aca- 
demic, and warrior characters are best represented. 


Appendix 2: Provincial Features 

This single page gives options for humans of different fla- 
vors in the Empire. Instead of all human characters having 
a single stock starting point you can now choose to be a 
Reiklander, which will be different than if you were a Nor- 
lander. This is a nice addition that gives humans a little 
perk without being unbalancing. 


The book comes to a conclusion at under 130 pages which 
makes it a bit on the pricey side if you're looking at it just 
in terms of cost per page. For the WFRP GM it's a nice ad- 
dition to the existing body of work for the game and is a 
worthwhile purchase. It has extremely high production val- 
ues and I'd like to see more books in a series like this that 
focus on other areas of the Warhammer world. 


Review by Mark Theurer 


Wizard Kings is a_ strategy 
wargame produced by Columbia 
games. The game consists of two 
or more fantasy based armies 
_ fighting to take control of the 
realm. Supplied with the game are 
} two armies (Orcs and Elves), four 
map sections (two or more are 
used to create the board), four dice 
and of course, the rules. I found 
e that there are two things that also 

go a long way to help out and that 
is more dice (the six sided variety) and a sheet of Plexiglas 
(this is a recommendation made in the rules and it is one 
that is an enormous help in keeping the maps stationary). 
The rules by the way can be downloaded for free from the 
Columbia Games web site if you care to check them out 
before buying the game. Unlike many games of this sort, 
the rules are very short and sweet and they span only about 
six and a half pages. The “armies” physically consist of 
colored blocks of wood labeled with a sticker that describes 
the unit and its capabilities. 


The board consists of two, four or theoretically even more 
map sections (for a normal game you will probably stick 
with the two or four sections). This means that the board is 
alterable so that there are a number of different board con- 
figurations possible. In fact, you can get additional map 
sections separately that increase the variations even more. 
As of this writing there are eight additional map sections 
(for a total of twelve) that can be purchased. Additional 
armies can also be added, and as of now, there are a total of 
seven armies available (two of which, as I mentioned 
above, come with the basic game) and two additional sets 
of mercenary type forces (called chaos units in the game) 
that can be purchased and added to the mix. 


One thing that the game of Wizard Kings attempts to do is 
to create a boardgame patterned after miniature wargaming, 
and to simplify the rules so that it is vary fast moving with 
little or no referring back and fourth to the rules. To me, 
Columbia Games has done for miniature wargaming what 
was done for historical wargaming with the introduction of 
Axis and Allies. The game allows you to get into the “big 
picture” strategic planning putting less emphasis on indi- 
vidual unit tactics. 


The stats for each unit are simplified down to Strength 
(from one to four though some units are limited to three or 
even two), combat (a letter followed by a number from one 
to five. This tells you the units order of play and ability to 
cause damage to the enemy), its movement rate (and possi- 
bly an icon that tells you if the unit has any special abilities 
in particular kinds of terrain) and lastly is the cost factor for 
the unit. The board is hex based, with each map section 
being only five hexes by eight hexes in size. The move- 
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ment factor for the average unit is two, or three for the fast 
movers so you can see that its possible to move units 
around fairly fast.. The object of the game is to capture the 
various cites scattered over the entire map. Each city is 
worth a number of points, or “Gold Points” (one to three) 
that determines its value during the construction phase. 
The game ends when either a pre-determined number of 
turns have elapsed, or a pre-determined number of Gold 
Points (GPs)” is under a single player’s control. 


The turns are also pretty straight forward and broken down 
into a movement phase, combat phase, and a construction 
phase. One interesting twist to the game is that in the style 
of Stratego, the side of the game piece the shows the unit 
(and its stats) in normally on the board facing the owning 
player, and the pieces are only revealed during combat. 
This means that you are never quite sure of the enemy 
strength or composition (it also means that you have to 
trust your opponent when it comes to following the move- 
ment rules and construction rules). 


I found the game to be a lot of fun (I’m also an Axis and 
Allies fan by the way) and it incorporates a lot more levels 
of strategy that I had first imagined. Individual armies 
have special skills, and abilities and you really need to cater 
your strategy around those kinds of things. Certain armies 
do very well in certain terrain types, and knowing the ter- 
rain that work in your favor and which terrain is likely to 
work in your opponents favor can save you from a lot of 
grief (i.e. know your enemy). 


also found that battles where both players have maxed out 
their forces are very costly and are rarely decisive either 
way (if the battle is not decided in three rounds, then the 
attacker must fall back, and for large battles this is a com- 
mon result). This means that guile, maneuverability and 
strategy are usually more successful than head to head 
fighting. In fact, I found that games were the map board is 
small (only two map sections) are not as enjoyable because 
the armies are more concentrated making far too many of 


the combats indecisive. Having a lot of space that has to 
be covered by a relatively smaller number of forces adds a 
lot to the game since you will have to pull sneak attacks 
and surprise attacks while at the same time trying to defend 
against your opponent doing the same. I found the game to 
have a very high excitement level. 


The game is easily scalable and expandable for multiple 
players, and if you are very ambitions, you can make a very 
large board that will cover your entire table. I have to give 
this game a round of applause and say that it is one my fa- 
vorite new games that I have tried this year. 


Review by Clay Richmond 


Fires of War is a PDF 
sourcebook (currently 
only PDF, but printed 
versions are in the works) 
for either Mutants & 
Masterminds and Cham- 
pions. Each version of 
the book presents the 
same background infor- 
mation, but stats only for 
one of the game systems. 
The PDF versions are 
priced at $14.95 USD 
each and are published by 
BlackWyrm Games. 


PIPES WAR 


The information in Fires of War is set from the 1930’s to 
the 1950’s and includes World War II as a central back- 
drop. It presents the era as a setting to use in your games, 
but is not a comprehensive guide to running a game in that 
period. A timeline, starting in March 1935, gets things go- 
ing and will help players and GM’s alike in developing a 
familiarity with what’s going on in this alternate heroic 
past, whenever you choose to say “now” is in your game. 


Two hero groups, one American (The Sentinels) and the 
other British (The Defenders of the Crown), begin the AL- 
LIES chapter, which ends in over a dozen solo heroes. The 
Sentinels are all either PL 10 or 11 and their headquarters is 
nicely described. The DotC are of the same PL’s, but the 
solo heroes range from PL 6 to 30! This gives a nice low- 
power option game. The PL 30 solo is actually an entity 
that I doubt I'd use other than as an NPC. Each entry is 
given a full stat write-up, a picture and a background sec- 
tion that will make it pretty easy to just print off the page(s) 
that belong to a particular hero and hand it to a player if 
they are not making one of their own. 


The third chapter of the book details the evil do’ers of the 
era and includes duos, teams and solos so you can easily 
find an appropriate challenge for whatever size group your 
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running. 


The PDF versions that I reviewed did not have cover pictures as le 7 
part of the file, but the artwork is all of good comic book quality [7 
and fits in with the era represented very well. The Champions (5" 
Edition) book is much longer, 228 pages versus 128 pages, than | 
the Mutants & Masterminds (2"4 Edition) book as a typical Hero 
System character sheet takes up about twice as much room as one 
for Mutants & Masterminds. 


Post uPocadveric 


4 


Either book is a great addition for GM’s of either game system, of 
but the Champions version is a bit more versatile if you’re playing 7 
various genres of the Hero system. Lots of what is presented OV rMT l RE 
could be used in a pulp or more mundane adventure setting. If z 
you're going to take a team of heroes back in time to battle with 
the Nazi’s and other threats of the era Fires of War will set you up 
with a plethora of allies and enemies along with information that 
will be helpful in creating the setting. 

"I do not know what 


weapons will be used 
in World War III, 
but J assure you that 
World World IV will 
be fought with stones. 


Review by Mark Theurer 


" 


s a 
-Albert Einstein 
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Arachnid Empire Tanker Bug 
MGP910004 $34.95 


I got in this box recently and eagerly tore off the plastic 
wrap to get to the bits inside. The bug comes on two sprues 
and is molded in thick plastic. Clipping off all of the pieces 
was accomplished quickly, but I accidentally tossed the 
sprues into the trash before I was actually done. I figured 
out this later when I was putting the model together, but 
don't be a dolt like me and toss it until you've checked for 
four small-ish plastic pieces that join the “feet” to the lower 
leg section. The parts are molded in hard plastic that's 
pretty thick and should hold up really well in your games. 
Each piece needed to have mold lines cleaned and this 
process turned out to be the longest of the whole assembly 
process. Once the cleaning was all taken care of I began 
assembling the large bug. The instruction sheet was easy to 
follow and really has three steps (but lots of pieces). The 
head, then the middle section (including the large legs) and 
then finally the back end of the bug. I was immediately 
taken in my the size of the back end carapace and started 
there. This ended up being a mistake and you'll see why 
soon. The back end consists of eight small legs, an under- 
side shell and two pieces that make up the top shell. I glued 
this all together (using the brush on plastic cement) and 
then realized that there's a place for the middle section to fit 
into that I just closed off. Ok, not a big deal since the glue 
had not set (melted the pieces together) yet. I quickly as- 
sembled the middle section and put it into place only to 
discover that the middle piece has a similar connection to 


the head that I just did the same thing with. Another session “ 


trooper in the picture) and my wife can't stand to look at it. 


| Of course, our three year old daughter loves it so between 


the reactions from the two of them I'd say that it very well 
represents a large bug. Even with my screw-up in assembly 
this was not a difficult model to put together. You do have 
a bit of freedom on how to position the long legs, but I 
really wished that there was a simple way to put this guy 
together to represent the bug on the cover that's coming out 
of the ground. I'm sure that it can be done and I might try to 
do that when I get a second one of these. If you're an 
Arachnid player in the ST game, or a GM in the ST rpg 
then you have automatic good uses for this model. Players 
of other sci-fi rpg's could also make use of him. 


Arachnid Blister/Blaster Bugs 
MGP910019 $24.95 


On a slightly smaller scale we have a box set of three plas- 
tic models to look at next. In this set you have the option of 
putting together three, you guessed it, Blister bugs or 
Blaster bugs. In the ST miniatures game both of these bugs 
have minimum unit sizes of three models (both also have 


of rushing to build the head before the middle had set en- ~~ 


sued and I finally got things in the right place, but not with- 
out some really unnecessary, and unintended, frustrations 
of my own making. The easiest thing to do would be to just 
follow the directions and be done with it. The resulting 
model is really darn big (see the comparison between the 
Tanker Bug, a Warrior Bug and a standard Mobile Infantry 


BLASTER BUGS 


maximum unit sizes of 10 bugs) so you can build a play- 
able unit from one box, but you'll need to decide how to 
build all three of them as it only makes sense to build them 
the same way. The most significant difference between the 
two types of bugs is that the Blister bugs have an ranged 
acid attack that is a bit shorter in range and a bit more pow- 
erful than the Blaster bug's ranged flame attack. The differ- 
ence when it comes to building them comes down to two 


pieces that either are or are not used. I'll go ahead and build 
mine as Blaster bugs. Three sprues (one for each bug) come 


in the box and assembly is very similar to that of the War- 


rior bugs from the basic game box. The directions are easy 
to follow and you won't run into a problem if you assemble 
the bottom half before the top half. You are given five long 


legs so you can mix and match them between the three 
sprues to get the poses that you want. You can end up with 


feel to them, but you could 
probably use them as stan- 
dard WWII German troops 
* without anyone throwing a 


= RUSOO1 $6.00 

= These two guys (below), 
“as opposed to three Ger- 
mans, come with torsos 
that you'll add a head to 
many varied poses just like with the Warrior bugs. The top (three choices of heads 
half of the model has a small ball at the bottom that might though) and then tack on 
have been designed to fit into the socket at the top of the arms and a_ ranged 
bottom half, but the ball was a bit too large to fit. I clipped weapon. They also come 
it off and just glued the two halves together and in looking with an additional ammo 
at the picture of the assembled bug in on the cover of the pouch, canteen, and pouch 
instruction book it looks like that was done, but the instruc- to add to the figures how- 
tions don't direct you to cut it off. Other than that, assembly ever you like. They bayo- 
was pretty much the same as with the Warrior bugs but nets are thin and prone to 
since I was only putting together three and not twenty bending so you'll want to 
(unless you're putting together multiple boxes worth) it did- take care when handling 
n't seem tedious at all. Uses would be pretty much the same the figures after assembly, 
as with the Tanker bug above, but I think that the big guy when you're playing with 
has more of an initial “wow” factor because of its size. them. They are in match- 
ing uniforms and have 
Reviewed by Mark Theurer slightly fewer posing op- 
tions than the Germans 
due to there being fewer 
pieces in the pack to pull 
from. I like the guy that's 
running the best out of this 
group of two. Now, I'm 
Darkson Designs has released three packs of Alternate not a huge WWII historian 
Events miniatures which are all based on a possible alter- so please excuse me if I'm 
nate version of the events of WWII. They all come in plas- wrong, but the gun in the left picture is probably what gets 
tic baggies and come with beveled round bases (like those us the alternate history feel that they are going for. Looks 

used in Warmachine and Dark-A ge). like some kind of compact, large caliber slug thrower. 


a 


BLISTER BUGS 


SS vit 


German Trooper Pack | 
GEROO1 $9.00 


Enough parts to build three German troopers (right) come 
in this pack. You'll get three different bodies, four heads 
(all with gas masks), four rifles, and a whole bunch of 
arms. None of the torsos have casting tabs so you'll be glu- 
ing them directly to the base. The torsos have multiple ad- 
ditional details like ammo clips, grenades, knives, canteens, 
pistols, and more. The heads all wear either hats or helmets 
and all have gasmasks. The guns are very well done and the 
detailing on all of the parts is very crisp. Some of the hats 
and helmets have what looks like a targeting device on 
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Russian Sniper Pack 1 
RUS002 $6.00 


In this pack you'll get 
enough parts for two snip- 
ers that are dressed in 
matching garb to the Rus- 
sian troopers above, but 
they wear long heavy 
cloaks also. You get two 
heads, instead of getting 
an extra like in the other 
packs, two guns and 
enough arms. Posing pos- 
sibilities are significantly 
reduced 
with 
these 
guys 
unless 
you 
want to 
break 
out the 
green 
putty 
and do 
some 
work yourself. The way these go to- 
gether, with the parts included, is pretty 
much how they need to go together. 
They carry identical sniper rifles and 
have some kind of targeting system built 
into their hat to further increase their al- 
ready deadly accuracy. Without this ad- 
ditional detail they could probably pass 
for regular WWII Russian snipers. 


Flash was present on most of the parts 
but it was easy to clean and none of the 
figures had any defects. Where visible, 
mold lines were faint and easy to clean. 
Having so may pieces means that assem- 
bly will take a bit more work and time 
than with regular one or two piece mod- 
els, but the variety of possible poses is 
worth the work. I've glued myself to 
models with fewer pieces than these in 
the past so I'd advise using a pair of 
small tweezers to connect parts to glued 
areas. Eyebrow tweezers work great for 
this. All of these figs reminded me of old 
Imperial Guard plastic figure, but with 
much better detail! 


So, what are you going to use these guys for? Since they 
are part of an alternate history of WWII whose to say that 
history doesn't include the Cthulhu mythos? Using them in 
Forbidden Kingdoms, from Otherworld Creations, is also 
another good choice. If you're playing a super-hero game 
set in the WWII era they would also fit in nicely there. The 
price, $3.00 per figure, is very reasonable considering each 
figure you put together can be in a unique pose. They are 
all well worth picking up and I'm looking forward to any 
future releases in this line from Darkson Designs, which 
will hopefully include some US forces soon. 


Reviewed by Mark Theurer 


BRIGADE MODELS 
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Infinity is a new sci-fi skirmish wargame from Corvus 
Belli. All of the artwork has an anime or manga feel to it 
and, even before seeing the rules, looks quite interesting. 
Now, I've never been a huge anime fan. In fact, my anime 
experience only consists of watching Battle of the Planets 
as a kid and I'm sure some current fan of the genre will say 
that doesn't count. Anyway, the previews that I've seen so 
far look really good and Corvus Belli recently sent us some 
figures to review. 


PanOceania Fusilier 
i From the background infor- 
mation on the Infinity web- 
site it looks like PanOce- 
qj ania is not unlike a United 
States of America of the 
future. It's a huge power 
with a large mix of many 
cultures, a vibrant econ- 
omy, and an army second 
to none. 


PANGCEANIA 


Fusiuier 


This trooper is a female (one-piece model) wearing plates 
of armor in many locations and carries a suitably futuristic 
looking rifle that has two barrels and two clips for ammuni- 
tion. Looks like a rifle combined with what might be a gre- 
nade launcher. She also carries a sword and pistol. Facial 
detail is very crisp and clean. There were some tiny bits of 
flash, mostly on the gun barrel, on the figure but I could not 
find the mold line. The detail on the rest of the figure is 
also quite crisp and well done. This figure would also do 
quite well in a Traveller” game or would also be usable in 
a modern setting. 


PanOceania HMG Ore Trooper 

eee Unlike the trooper above this gal 
comes in five pieces. Her right hand 
carries a heavy machinegun while 
her left holds a second ammo canis- 
ter. The last two pieces are small 
antenna that glue on to her helmet. 
She wears a full power suit 
(complete with high heel boots) and 
the helmet is quite cool with four 
eyes that give it a more insectoid 
look. Flash was a little more present 
here than on the regular trooper, but 
~ I found no defects and she cleaned 
up pretty quickly. There were some 
faint mold lines that needed scrap- 


ing, but she went together easily. Before assembly I was a 
little concerned about the antenna and the chances that they 
could easily break off but that doesn't seem to be worth 
worrying about now that she's put together. Unless you 


“ drop her straight on them there should be no problem. The 


armor plates have good lines of separation so painting them 
all as individual plates will be easy. I think that this model 
has fewer applications outside of Infinity but I liked it a bit 
more than the previous figure. 


PanOceania Armoured Cavalry 

These guys are supposed to be the richest and most techno- 
logically advanced of the forces in the human sector of the 
Infinity universe, and this model is the embodiment of that 
superiority. So far, this is the largest model available the 
Infinity line, and from the looks of things, carries the big- 
gest baddest gun. The model comes in nine separate 
pieces, four of which are the fancy spikes and or blades 
decorating his helmet and shoulders. The gun, with its at- 
tached right arm, comprises another of the pieces, and the 
remaining pieces are the left arm, head, torso, and legs. A 
large plastic round base also comes with the model. It’s 
apparent that a lot of care went into the design of this 
model, and to good effect. All the pieces fit together very 
nicely and have ball and socket joints of varying sizes, but 
all help to make the model not only very sturdy, but also do 
a good job in hiding the joint lines. Mold lines were very 
minor and easy to remove, and flash was non-existent. 
Completed, this 
guy stands like 
two and a half 
inches tall, 
about twice the 
height of the 
normal troop- 
ers. And that 
gun it carries? 
Well that thing 
is bigger than a 
normal trooper 
all by itself. 
I'm looking 
forward to see- 
ing this guy in 
action. 


Yu Jing Zhanshi 

The Yu Jing is an Asian-based culture and these two Zhan- 
shi figures are standard line troopers. Both are one-piece 
models that carry rifles along with holstered pistols and 
knives. They don't look as heavily armored as the PanOce- 
ania troopers. It appears that they are wearing fatigues with 
hard inserts in various places. They have very small com- 
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Yu JING 
ZHANSHIS. 


munication devices in their right ear and wear scarves on 
their heads instead of helmets. They both have an animated 
pose that gives them a sense of mobility, which probably 
makes up for their lack of armor. Their guns have a sleek 
futuristic look that could work very well in other sci-fi 
games, both rpg and tabletop wargames. 


Yu Jing Ninja 

This figure comes in three pieces two arms with swords 
and the rest of the figure. There 
were some bits of flash on the 
swords and arms, but these were 
pretty easily clipped away. The 
arms have very tiny metal “pegs” 
on them that fit into similarly small 
voids at the shoulders of the model. 
They joints allow for a little range 
of motion but your final result will 
look very similar to the pictured 
model. He's obviously wearing 
some sort of exo-armor but it's still 
very skin-tight. It looks like a very 
thin but still protective. The separation between the armor 
plates will make them easy to paint up as different pieces. 
The main body had no noticeable mold line and the only 
flash that needed to be clipped was on the tab that goes into 
the plastic base. He's very easy to assemble and has a good 
pose. Usability beyond Infinity includes other tabletop sci- 
fi games that contain assassin-type troops as well as fitting 
in well into sci-fi, modern or even super-hero role-playing 
games. 


Yu Jing Yaokong 
This is the first mech-like model for Infinity that I've had a 
chance to hold. There are multiple pieces that go into this 


} Once you get the left arm in 


' model. It went together easily, 


model’s construction and you're best off preparing yourself 
for a bit of cleaning and construction before you even sit 
down. Each of the pieces needed cleaning, some more than 
others, but all of them needed some attention. Most of the 
cleaning was on the two leg pieces, each of which had sev- 
eral bits of flash and some thin metal webbing, The main 
body piece had some flash, but I really could not find any 
of the mold lines on any of the parts. The other, smaller, 
bits also had some flash, but that was the extent of cleaning 
that was needed. Trimming off excess flashing and remov- 
ing a few thin metal webs, but you’ll really need to dedi- 
cate a few minutes to this process. Assembly is also not as 
simple as gluing a gun on a guy and setting him on a base. 
First, the legs have a nice interlocking joint where they go 
together. The only way to get this wrong is to be paying 
zero attention to what you’re doing. Once you have this 
done I would recommend gluing the legs down to the base 
before moving on. Now, you’ll drop the main body piece 
into place on top of the legs. There is a circular void in the 
underbody that matches up perfectly with the legs. Again, 
it’s very easy to get this part right. There is a place for a 
front-mounted gun on the body and you have a choice of 
two to place there. One looks like some kind of gatling gun 
and the other looks like a small cannon. On the left side of 
the body there is a small void that will accept one of three 
other parts. One looks like a missile box, one looks some- 
what like a laser weapon and the other, well, I’m not too 
sure yet as I haven’t seen the rules and load options, but it’s 
considerably smaller than the missile box. There are also 
spaces on the top of the body to place two small antennae. 
When I first got a look at all the pieces I thought it was go- 
ing to be a bear to put together but the cleaning up was ac- 
tually more time consuming and if you put together the legs 
first, then attach the body and then the weapons you’ll be 
find and come out with a rather cool looking little combat 
robot that looks a lot like an insect. 


Yu Jing Invincible 
This is a full power-armor trooper that is holding a large 
machinegun in his left hand and cradling it with his right. 
He (it?) also carries a large sword on his back. This model 
came in four main parts (HMG, other arm, body and 
sword) but also has four small spines that fit on to the back 
and shoulders of his armor. The detail on the armor is very 
nice and includes tubing, ammo 
pouches and a holstered pistol 
in case the HGM and sword is 
not enough to finish off your 
enemies. There was a faint 
mold line on the body and a few 
bits of flash here and there, but 
he cleaned up pretty quickly. 


place there’s really only one 
way the right arm can fit on the 
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but there’s not really any posing options unless you want to 
do a lot of conversion work on your own. He’s different 
from the non-power-armored troops and Ninja figures but 
fits in with the Yu Jing army well and would look good 
painted up to match the Yaokong. He would also have uses 
beyond Infinity in a sci-fi rpg or other skirmish game. 


Ariadna Veteran Kazak 

This three-piece model (left arm, extra gun and the rest of 
the figure) is a line trooper that is a bit bulkier than either 
the PanOceania Fusilier or Yu Jing Zhanshi figures that we 
looked at above. He is wearing a large backpack with a 
bedroll and has lots of extra ammo pouches and gear, in- 
cluding a holstered pistol. All of these bits of gear are on 
his upper torso leaving his legs and boots free for large 
plates of armor. His shoulders and head are covered with 
similar large plates leaving no exposed flesh. His face is 
covered by another metal plate and his helmet has what 
looks like either a targeting device or maybe a light source. 
There were some bits of flash on the left hand. They were 
easy to remove and the arm fit into place easily, but there is 
not a lot of room for alternate poses of this arm unless you 
want to have the smaller, separate, gun somehow posi- 
tioned under the main rifle. You could just as easily leave 
the second gun off the model altogether and the model 
would not suffer for it. He could easily be used as a modern 
day trooper as an enemy grunt in an rpg or he could also fit 
in easily into any sci-fi game that has armored infantry. He 
has a more “hard” science look than either the PanOceania 
or Yu Jing models so if that's to your liking then they are 
probably the way you'd want to go when building an Infin- 
ity army. 


Ariadna Veteran Kazak HMG 


Another 
veteran of 
the Ariadna 
army, but 
this one 
carries a 
heavy ma- 
chinegun 
instead of 
an assault 


rifle. He 
also has 
heavier ar- 


mor plating on his upper torso than the other troopers, cer- 
tainly hoping to keep him alive long enough to make good 
use of his big gun. There were a few faint mold lines on 
this guy and a few bits of flash, but nothing excessive. 
Both arms are separate pieces and positioning them and 
gluing them into place properly without sticking yourself to 
the model might be a little tricky. Make sure you do a dry 
run first to get a good visual of where they are supposed to 
be positioned and then glue them in place. In addition to 


the regular gear that’s commonplace on Ariadna troops he 
also has a pair of binoculars at his side. He also comes 
with an additional, smaller, rifle for close encounters where 
the HMG might be too bulky to train on a target. 


Ariadna Line Kazak Lieutenant 

The Ariadna have a distinctive 
Russian look, to me anyway, and 
this two-piece model is one of my 
favorites of the line of Infinity 
figures. He carries a gun in his 
right hand (separate piece) and 
holds a communication device up 
to his left ear. His communicator 
reminds me a lot of a WWII field 
radio and I think it looks very 
cool. He has very long, slender, 
legs that look slightly exaggerated 
because of a backwards slant to 
the upper torso. There are bags 
and pouches all over the model, 
including a holstered pistol on his 
belt and a knife on his right boot. His jacket has a high col- 
lar that covers his neck and his communicator covers a 
good portion of the rest of his face. What is visible is very 
well done though. He has a long moustache and glasses that 
give the model some nice character. There was not much in 
the way of flash on this model, but a thin mold line was 
visible on the inner part of both legs and will take a steady 
hand to clean to make sure you don't mar his pants. I really 
like this figure a lot. He's really well detailed and could 
find work in a sci-fi, modern or even an alternate history 
setting. 


Ariadna Tank Hunters 

In this blister you get two infantry that fit in perfectly with 
the rest of the Ariadna troops, but these carry heavy weap- 
ons that should make even power-armored troops and ro- 
bots proceed with caution. Each guy is in a different pose 
and in addition to their combat fatigues and metal plating 
they are covered with extra bits of gear like grenades, gog- 
gles, ammo pouches, communicators, knives and more. 
The Ariadna guys are certainly not lacking for gear! They 
had almost zero cleaning time needed. I found only a very 


few tiny bits of flash and could not find the mold lines on 
either of these two figures. Two guns come as separate 
pieces and . 


you're pretty 
much locked 
into who gets 
which one. One 
is pointed 
downward and 
looks a lot like 
some sort of 
heavy grenade 
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launcher while the other is obviously a machinegun. The needed to be careful when cleaning it not to mar the figure. 
guy with the machinegun has his left arm as a separate There were also some bits of flash, more than on the other 
piece and it fits easily on to the model. There is also an infantry figs, that needed to be cleaned. The left leg glued 
extra assault rifle in the pack that can be attached to either into place easily and while the pose is a bit static it’s what 
guy. Both of these guys could also find a welcome home in you’d expect from a sniper that’s trained on a target. 
a modern or near-future rpg. 
Reviewed by Mark Theurer & Clay Richmond 
Ariadna Scout 
This two piece miniature is 
of a sniper that is aiming at 
its next target. The left leg 
is a separate piece and is 
hiked up on a pile of 
rocks. His (or Her, I guess 
as you can’t tell the gender 
of the model because the 
face is covered with a 
mask and the flowing 
cloak covers a lot of the 
model) backpack and gear 
is sitting down next to the 
rocks. He is holding a large sniper rifle up to one eye and 
also has the holstered pistol and pouches that are prevalent 
on other Ariadna figures. This figure did have a noticeable 
mold line and it followed her cloak and down one leg so I 


Infinity is a product of Corvus Belli S.L.L. c/Seixo, 13. 36940, Cangas, Pontevedra. 
Tfno-Fax: 986 300283 Contact us at infinity@corvusbell.com 
f or www.corvusbelli.com & www.infinitythegame.com 


Sigurd is the first of the 
WarCrow dwarven minia- 
tures. As of this writing, 
there are now a total of 
sw three WarCrow dwarves 
available. This guy, is a 
single piece solid cast 
model that stands about an 
inch tall (that is with his 
base included) and he 
comes with a square plas- 
Sigurd has a hair style that seems to be a 


tic slotta base. 
common standard among Dwarves, which is the old “lots- 


o-hair, in lots-o-places” hairstyle. His beard reaches his 
belly, and his mustaches are long enough to be flipped over 
his shoulder (not to mention the square cut mane emerging 
from the back side of his Viking style helmet. The detail 
on this model is really something. His nose (even though 
he has a the nose guard from his helmet above and river of 
facial hair below) is perfect, and I really like the dragon 
head hand guard on the big war mallet he carries in his 
right hand. He even carries his emergency beer tankard on 
his belt behind him. I guess this is one dwarf that has his 
priorities straight. This guy would be a great model to use 
as a character ina fantasy RPG. 


Inoshishi Takeshi 


Okay, here is one for the 
books. We finally have a 
Dwarf Samurai. But don’t 
worry; he hasn’t com- 
pletely abandoned his heri- 
tage as the bottle of mo-jo 
in his right hand proves. 
This short legged Bushido 
warrior is a single piece 
solid cast model and 
comes with a square plastic slotta base. Unlike normal 
Samurai, this grouchy looking fellow only has one sword 
and it’s uncharacteristically slung over his left shoulder (he 
is too short to have is stashed in his belt you see). There 
were no mold lines on the model, and only traces of flash. 
He is obvious a stout model with new weak points to worry 
about (well... maybe a weak liver). This is another model 
that you are just not going to see everyday, and in my book 
it scores high in the “Uniqueness” category. The detail on 
him is also outstanding with very nice sharp and distinct 
features. I see this guy as an excellent (and memorable) 
NPC that could bring an out-of-the-ordinary storyline to the 
table. 


Cynwal McCormac 

This model is the latest 
release from WarCrow in 
its Human line, the larg- 
est WarCrow line by far. 
He is a two pieces solid | 
cast model that comes 
with a square plastic 
slotta base. One piece 
consists of his left wrist, 
right arm and a_ hurtful 
looking axe. The second 
piece would then be the 
rest of him. His weapon 
and attire make him look 
something like an executioner; namely his big bladed axe, 
bare chest, and tight fitting helmet that covers all facial fea- 
tures (like a hood maybe?). He even caries some poor vic- 
tims head on the back of his belt (the head is not that of a 
human, so maybe he only LOOKS like an executioner). 
This is another WarCrow model with excellent detail, and 
it suffers from little to no problems with flash and mold 
lines. The arms fit together over two ball and socket joins 
and since there are two points of contact, it makes for a 
nice solid model. Beside his helmet and grieves, he is not 
wearing much in the way of armor. I guess he counts on 
his intimidating looks (which is significant) to be his pro- 
tection. This would be a great barbarian warrior character. 


Aima Kora-Luh 


This model depicts what I 
imagine is a Dark Elf assassin 
perched on a rock. She ap- 
pears to be on the prowl. In- 
terestingly, there is what ap- 
pears to be some sort a famil- 
iar, or imp crouching with her 
with its limbs intertwined with 
hers. The entire model is a 
solid cast model and comes in 
four pieces. A Square plastic 
slotta base is also included. 
The pieces are well engineered fitting nicely together and 
the mating surfaces are large enough to insure strong joins. 
The only place that I see as a possible weak spot would be 
the small piece of bow that sticks up over her left shoulder 
(mine was a bit bent from shipment). Flash and mold lines 
were not an issue at all making the prep work on the model 
fast and painless. This gal is obviously an elf (her ears are 
plainly visible) but she could function as a fighter, assassin, 
thief, or ranger. She could also work well in any good-guy, 
bad-guy, or lone ranger roles. I’m not sure what the story 
is behind the imp thing, but that may the only limiting fac- 
tor in her use. 
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Jianna Kira-Moura 
This is latest model in the line of 
WarCrow Dark Elves. When 
looking at the picture of this model 
I was not too sure what to expect. 
After inspecting the model, I have 
decided that the picture does not 
do this little lady justice (I think I 
would have chosen a different an- 
gle to take a picture). She is a 
solid cast model and she come in 
four pieces. She also has a square 
plastic slotta base included. The 
four pieces are: Her legs and torso, 
her left are (from which a large bat 
is hanging), her right arm (in which she holds a five bladed 
star like weapon), and what looks to me to be some sort of 
bundled up bat or demon thing (its got wings, pointed ears, 
and a not so pretty face). It looks like the fourth piece is an 
optional piece, and in the picture it appears to be lying at 
her feet. The part about the picture that hides some her 
better qualities is that the way she is standing and holding 
her weapon as if in the middle of combat cannot really be 
seen. In fact the pantaloons and armored grieves that she is 
wearing is also not very well shown in the picture. What 
the picture does show (and this angle was probably chosen 
primarily for this purpose) is a good side view of the crea- 
ture hanging from her extended arm. I’m wondering if 
thing is the momma of the one lying on the ground. Any- 
way, detail on this model are fantastic, in fact the detail is 
so good that painting this gal could be a bit of a challenge if 
you wanted to bring out every last bit of detail. Both arms 
attached at the shoulder with a very small ball and socket 
(too small to provide much support, but enough of one to 
make poisoning the arm easy). Mold lines were not an is- 
sue on her, but there were some stray strands of metal com- 
ing from some of the many small shape points on here 
(ears, hair, weapon etc). Nothing was difficult to quickly 
clean up. Her arms a bit slender, and there is not a whole 
lot of surface area holding them on, so I’m not sure how 
much rough housing the model will take. That being said, I 
think that this is a very unique and stand out model. 


Reviewed by Clay Richmond 
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I was lucky enough to get one of the upcoming Hordes box 
sets (Trollblood) at GenCon SoCal last month and all I can 
say, to start with, is DAMN! In the box you get a set of 
quick-start rule for Hordes (which is compatible with War- 
machine, by the way), five stat cards (the extra card con- 
tains the warlock’s spells and feat), and four Trollblood 
models. 


The first model is 
of Chief Madrak 
Tronhide, the War- 
lock of this band. 
He comes in just 
three pieces (body, 
head, and right 
arm) but the model 
is covered in gear 
and bits. There 
were several bits 
of flash on the 
model and each 
piece did require 
cleaning, but all of 
the pieces fit together just fine and you can easily do with- 
out pinning this model. Madrak is the smallest model of 
this group and he’s easily as tall as Boomhowler and bulk- 
ier too! He’s wearing a tartan and several plates of armor 
that bear runes that should be pretty easy to pick out when 
painting, but would be just about impossible for me to ever 
think about painting on freehand. There are also large 
patches of bare skin. There is a medallion/icon in his left 
hand and he carries several scroll cases, both large and 
small, on his person. Around his head is some sort of col- 
lar and his scalp is devoid of the hair-like spines that are 
common on other trolls. His right hand carries a massive 
axe that also bears runes similar to his armor plates. Clean- 
ing took more time than assembly on this model and he was 
ready for priming in just a few minutes. If there’s a better 
model for a Troll sorcerer ina D&D (Or Iron Kingdoms, of 
course) rpg then I’ve never seen it. 


The next two models are of the Trollblood Impalers 
and each six pieces (upper torso, lower torso, head, 
right hand/spear, left arm, and spear quiver) to assem- 
ble. Even though there were more pieces than with 
Madrak I found there to be less cleaning needed on 
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these guys. 
exposed flesh to paint. Some parts of the upper torso match 
up on the lower torso so you're kind of locked into a single 
pose unless you’re willing to break out the putty and sculpt- 
ing tools. I'll go with them in the same pose. On their belt 
they each carry two cooked turkeys and a keg of some troll- 


made concoction that would probably put the stoutest dwarf 


on his back. Their heads have the telltale troll spines and 
little bumpy stub- 
ble on their chin. 
The spear quiver 
fits neatly on to 
their back and this 
is where you 
probably have the 
greatest amount of 
pose freedom. 
You can easily 
change the direc- 
tion where the 
spearheads are 
pointing, but you 
probably don’t 
want to make them 


The Impalers were little armor and have lots of None of the trolls 


spilling out on the ground or anything like that. The 
spear hand is somewhat unremarkable (except that it 
has three fingers and a big fat thumb to go along 
with the four toes on their feet) but it’s the spear 
itself that makes you (or should make you) take no- 
tice. The spearhead is simply massive! It’s like a 
steeply pointed pyramid of metal that’s easily as big 
as the leg of a human-sized model. Imagine a spear- 
head that’s about 3’ long and maybe a foot wide at 
the base and that’s how big these look. Curiously, 
the trademark stamp on their tab (that fits into the 
slotta-base) has 2004 stamped on it. Man, if Priva- 
teer Press has had these for around a year (or more!) 
I can’t imagine how much other cool stuff is just 
waiting to make an appearance. 


Last in the pack is a Troll Axer. Five pieces (upper 
and lower torso, head, right arm, and big ass axe) 
put this brute together and I was able to find some 
mold lines (mostly on the axe) that needed cleaning 
here, but he didn't have much flash to speak of. He 
wears considerably more armor than any of the other 
trolls, in fact, he probably wears as much as all of 
the others combined (heavy metal plates), but there 
is still considerable bare flesh to paint. Since the 
axe is held by both hands you’ll want to do a dry-fit 
first and really figure out how the pieces are best 
positions. There’s not a lot of room for variance 
when assembling the axe/arms but you’ll want to 
take care anyway so you only have to do it once. 


were particularly 
difficult to assem- 
ble and the addi- 
tion of the quick- 
start rules and stat 
cards means that 
you can jump right 
into fights right 
away. This is es- 
pecially nice since 
the Hordes tule- 
book isn’t slated to 
be out for a while. 
If you’re a D&D 
player these guys 
have massive dou- 
ble-duty appeal as 
they can be used as a band of tribal trolls to menace your 
party with or even as player-characters if you allow monster 
races in your campaign. They are awesome models that live 
up to the excellent range of Warmachine models. 


Reviewed by Mark Theurer 
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I picked up these two bionic zombies to use as Necromu- 
tants leading squads of Undead Legionnaires (which I'll be 
using Hasslefree’s Drones for) but I had only seen pics of 
them online and had not seen them in-hand yet. Now that 
they are here and I have a chance to give them a once over 
my first though is, “Dang, they are pretty big!” They are 
definitely taller than normal human sized models (they 
would tower over Hasslefree's Grymn models) but maybe 
not as tall, certainly not as wide, as an ogre. I guess they 
are some place in between those two. 


Both come with a 40mm round plastic base, but they will 
fit on smaller bases if you have an idea similar to mine. 
Their torsos are in similar poses, but the sculptor has taken 
the time to make them significantly different from each 
other. One has a cyber leg and head while the other has 
breathing hoses and a more angry zombie face thing going 
on. Both of their backs, however, are much closer to being 


of pretty easily. The arms fit on to ball-socket type joints 
and give you a bit of freedom with the pose. The second 
version comes with two separate arms (one fist and one 
flame thrower) that fit on to the torso the same as with the 
first. Flash was again mostly present on the weapons, but 
not a lot of it. I like having two different figures, but the 
flame thrower just didn't seem to thrill me very much. I'll 
be converting mine into some other kind of gun, I think. I 
like the first model a bit more than the second but both will 
find work in my Ultimate Warzone games leading troops of 
Undead (Hasslefree Drones) Legionnaires. 


I'm a zombie and zombie-hunter lover, I admit it. In my 
modern rpg's you can bet to be fighting off zombies sooner 
AND later. In Dungeons and Dragons undead had become 
such a staple of my games I had to switch gears and go 
with no undead just to throw my players a curveball. Un- 
fortunately, or fortunately if you look at it my way, Hassle- 
free has continued to put out cool zombie stuff so I can get 
my fix. 


HFAO011 Peter and Katie 
£ 3.75 for the pair or available for £ 2.00 each 


Zombie-hunting kids! Ok, these might not be for everyone 


the same, but not 100%. just because, even in a game, putting kids into harms way 


The first one comes with 


right and left arms and 
three metal lashes that fit 
on to the left arm. The body 
was pretty much free of 
flash and the mold lines 
were really only visible on 
his metal shoulder plates. 
The arms, and the lashes, 
have to be cut off of the 
metal tab that they were 
cast on and each piece had 
a bit of flash. Mold lines 
were mostly visible on the 
lashes, but it was taken care 


may make you a bit squeamish, but these little buggers are 


six pieces, the main body, just too cool in my book. They are very much in the same 


vein as the fantasy kiddies that Hasslefree had previously 
released, except these are really armed (not like the fantasy 
boy that has a wooden sword), Peter with a crowbar and 
Katie with a trashcan lid and small baseball bat. Peter is 
about to swing forward with the crowbar and hopefully 
whatever he's swinging at has its head low enough for him 
to smash. Katie seems the more defensively minded of the 
two. Both had a small bit of flash that needed to be cleaned, 
but I found no mold lines on them. Peter is wearing shorts 
and a shirt with the sleeves rolled up and some heavy 
boots. Katie has on a dress, jacket and some little girl shoes 
which are very cute. Both figures have great face detail and 
are very good sculpts. I guess you could say that they are 
about as usable as the fantasy kids, which means that for a 
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diorama or specifically as part of a modern or post- 
holocaustic game they would fit in perfectly (if you're using 
kids, of course) but I think they'd be a great addition to a 
tabletop miniature game with lots of adult, teenager and 
kids fighting off a huge band of zombies. I like them a lot. 


Recently Hasslefree released some unlikely heroes to fight 
zombie hordes with, a man armed with a cricket bat and a 
girl armed with a chainsaw and pistols. That group has 
been added to with Jess and Grant, although Grant looks a 
lot less like an “unlikely” hero than the others. 


HF A002 Jess £ 3.00 

Jess is a single piece model that 
has a shotgun across her back, a 
hockey stick in her right hand, a 
holstered pistol and a sheathed 
knife on her belt. She is one 
chick that won't go down to the 
zombies for a lack of being prop- 
erly armed, that's for sure. She is 
nicely sculpted with good detail 
on her face and she is very well 
proportioned. There were some 
small bits of flash on her shoes 
and pants, but the mold lines 
were only found on the inner 
seam of pants, which look like leather motorcycle chaps to 
me. There is also a bandolier across her chest, but not really 
anything else in the way of equipment. She would work 
well in a modern horror (or mundane) rpg. A good, solid 
figure. 


HF A003 Grant £ 3.00 

When I said that grant is not 
much of an “unlikely” hero I 
meant that he has much more of 
a professional warrior look to 
him and he's probably more 
pissed off than freaked out about 
the recent zombie infestation. 
This is also a one-piece model 
and he is armed with a machine 
pistol in his right hand and has 
brass knuckles over a gloved left 
hand. Two more pistols, a large 
knife and multiple extra ammo 
clips can be found on his person. He is bald-headed and has 
a very stern look on his face. A small communication de- 
vice is in his ear with its microphone coming down by his 
mouth. He is wearing heavy boots and has kneepads on. He 
had a bit more flash than Jess, but was still easy to clean. 
His uses are similar to her's but he can also be tossed into a 
sci-fi setting (either tabletop or rpg) without much trouble 
at all. 


Apparently, the two pistols and chainsaw that Ashlee 
Campbell (below) was carrying was not enough to save her 
as there is now a zombie version of the poor girl. 


HFZ200 Zombie Ashlee £ 3.00 
Zombie Ashlee definitely has the 
zombie shuffle down and her pose 
really reflects that. She is still carry- 
ing a pistol in her right hand but is 
more likely to club someone with it 
rather than pull the trigger now. Her 
left breast, and a good amount of 
flesh, has been torn off and her rib 
cage is visible on that side where 
her shirt has been torn away. 
There's also a nice chunk that's been 
taken out of her left arm and there 
appears to be another wound on her 
midsection. Her headband has slid 
down partially covering her eyes, 
but her mouth is open in a typical 
zombie gape. Flash was present in a 
few places, but there were no de- 
fects on the model. I know that it's 
probably cost-prohibitive for Hasslefree to do zombie ver- 
sions off all of their zombie hunters, but wouldn't it be cool 
to replace the fallen heroes with their zombie counterparts 
for the rest of the party to fight! 


HF5401 Mary £ 10.00 

Hasslefree Miniatures has once again gone and tried some- 
thing new and have put out this 54mm collectors piece. 
Counting her base, she stands about two and a quarter 
inches tall (57mm) and as you see from her picture, all she 
is wearing is a bracelet on her left wrist and a look of won- 
der on her slightly turned face. The model is solid cast, and 
comes in three pieces (the metal part of the base being one 
of them). Her left hand, holding the hatchling dragon, at- 
taches at the wrist at the bracelet (which does a nice job of 
covering the seam. The model also comes with a large 
round plastic base that the metal base insets into (and com- 
pletely hides the unused slot in the plastic portion of the 
base). The model is a very clean model with only the brief- 
est of cleanup effort needed. The wrist is not pinned, and 
the bracelet only provides a hit of a socket, so the joint may 
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not be the firmest, but 
since this model is a 
collector’s piece, more 
than a gamer’s piece, I 
don’t see that as really 
being an issue. Be- 
sides the one or two 
slivers of excess metal 
left over from the in- 
jection process, — the 
only metal that I had to 
remove was the tab 

7 = connecting her feet. 
Her feet then can be glued into he smoothed impressions 
on the metal base. The base is textured (like sand) and is 
adorned with the leftovers of the egg that her little friend 
has recently vacated. This is a very unique piece, and 
should definitely be the center of more than a few conver- 
sations from onlookers. 


Decals 

Hasslefree’s rapidly expanding selection of decals is 
quickly becoming the number one place to find decals for 
modeling of every description. Looking at their web site, I 
now count like a hundred twenty different sheets of decals, 
and that’s not counting the fact that many of them can be 
ordered in a few different colors, that span six different 
categories. Seeing that six months ago they didn’t have 
any, I would say that the folks at Hasslefree have been very 
busy. These decals are at least as good quality, if not bet- 
ter, than those that you will find any where else (that is if 
you can find them), and better priced too. Each sheet has a 
range of different items and often the colors are varied as 
well as the decal sizes. If you’re looking for something in 
particular they are likely to have it, and if not, email Has- 
slefree and I’m betting that your chances are at least decent 
that they will make it for you (if it makes sense for them to 
do so and as long as it doesn’t break any copyright laws, of 
course). Some of their recent additions include a sheet with 
eight different warning signs (primarily about laser haz- 
ards), a sheet of a whole slew of styles of arrows (and they 
have more styles on other sheets) and a sheet with ten dif- 
ferent Chinese numbers, and multiples of each are given in 
two different sizes. Keep it up Hasslefree! Your collection 
gets more and more impressive every visit. 
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13112 Viridian Saurian Rider Marine £ 10.00 

Man, this is one heavy blister pack. The Sauran Rider 
comes in the same blister as regular troops but it sure is a 
hefty one. The rider is a single piece that needs to be cut 
away from a metal tab. The tab is at his feet and is easily 


removed. He is carrying a rifle and except for not having a 
backpack he's pretty much the same as the other Viridian 
Marines. There are six pieces that make up the dino-like 
beast that the marine rides into battle. The head and right 
leg attach easily. The neck/respirator attaches about half- 
way up the actual neck of the beast and you might consider 
pinning it into place just for added strength, but I won't be 
picking mine up from the head so it should be fine. There 
are two "baby" T-Rex arms that fit on to the sides of the 
beast and these fit into place perfectly. Lastly there is the 
back of the riders seat. It comes with a metal antenna that 
could be prone to bending/breaking over time so take care 
with it. There was cleaning that was needed on each part, 
but nothing that took too long. The whole model connects 
to the base via a tab at the bottom of the left foot. I'll be 
securing mine to the plastic base with epoxy putty after 
initially gluing it into place with superglue. For a relatively 
heavy model (that makes a nice impression on the battle- 
field, but also a large target) it went together without much 
fuss at all and is a pretty impressive miniature. 


13312 Syntha HK2800 Gray Bike £ 10.00 

Coming in six parts (plus a large plastic base) is the Syntha 
Grav Bike for Urban War. It has a significantly different 
design than the older one released for VOID. The new one 
appears to have more of a bio-mechanical appearance to 
me. Maybe it's just the curvy nature of the bike that makes 
me think that, but I like it none the less. The bike connects 
to the plastic base with a sleek metal part that attaches to 
the bottom of the bike. It could easily be painted black 
(like in the picture) or you could surround it with cotton 
wadding to give it an effect of smoke or clouds. It's much 
more stable than a clear plastic rod that accompanies many 
flying models. The main body of the bike includes the 
rider who is hard-wired into the bike itself. All of the parts 
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find work in pretty much any sci-fi rpg in addition to its 
primary use as part of a Syntha army in Urban War. 
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Thunderbolt Mountain 8300 Human female warrior 
This is the first human figure from the 30mm fantasy range 
and is in the same series as the 30mm Elves and Goblins. 
The pack is $8 USD for which you get a foot and mounted 
needed some cleaning, but I found no defects on any of version of the figure. The foot version is in 3 pieces, with 
them. The most difficult to clean up before assembly was the sword and optional shield being separate. The mounted 
the windscreen. It comes attached to a metal tab and the version is in 5 pieces comprised of horse, rider, shield, 
front of the screen is where it attaches to the tab. You'll sword and long spear/light lance. Some minor cleaning is 
need to be careful when separating and cleaning it to make necessary on the pieces, especially the weapons and great 
sure that you still have a nice rounded curve to the front of care must be taken to avoid damage to the very fine detail. 
the windscreen. I did have a bit of a gap left when I 

dropped the stabilization fins into place. They go right in The foot figure is 30mm exactly from foot to top of head 
back of the rider and I needed a small amount of putty to and sculpted in realistic proportions, none of the clunky 
seal up the small gaps that were left. Not sure if this is caricature so popular in gaming figures currently. This fig- 
common to all of these grav bikes or just mine, but better ures head and hands; facial features and weapon are all true 
that you expect a little more assembly than with standard scale so appear very small compared to most. This gives 
ground troops just in case yours requires it too. I liked this the figure an elegance and grace that justifies Tom Meier’s 
sleek and stylized bike quite a bit and it could do nicely pre eminence amongst the sculptors working in the hobby 
anywhere you need a jet bike, whether that be a sci-fi rpg today. 

or miniatures game. The rider being hard-wired to the bike 

might limit it's use a bit outside of an Urban War Syntha The pose is very dynamic, she is running forwards with the 
army. Makes me wonder a little why they didn't just do sword extended behind about to delivery a swinging attack, 
away with the rider all together and just have the grav bike 
as a cybernetic flying killing machine that is controlled by 
internal stuff and forego the "rider" completely. Even with 
that said I did like this model a bunch. 


f oi = 
13322 Syntha Pointman £ 5.00 ) “@@ Thunderbolt Mountain ¥) 
This robotic warrior comes in five pieces (head, right and ® 30mm Female Warrior 
left arm, antenna and the rest of the model) and a large : Painted 


plastic base. The main body needed very little cleaning but by RobH 
each of the other pieces, except the head, had a visible “ 
mold line that needed 


re cleaning. Assembly 
was quite easy and I 
ot see no real need to pin 


Aa 
} the guy together. The 
D. e e figure is nicely posed, 
ae : but it doesn't have a lot 
BO of room for additional 
a poses unless you want 
ag to start cutting, pinning 
and busting out the 


putty. It's a very good 
robotic figure that can 


her large shield held away from her body for balance. The 
figure wears a short, side fastening scale mail hauberk of 
waist length and scale coif. The coif being down over the 
shoulders uncovering her head. The fastening cords of the 
hauberk being clearly visible under her arms. The armour 
and large Round shield are historically accurate for Euro- 
pean armour of the mid to late 12" century, although a Kite 
or Almond shield would be a viable option. 


The mounted version is 
47mm high to top of the 
seated figure. On horse- 
“back she wears the same 
hauberk and coif, but this 
time the coif is worn over 
the head and surmounted 
with a Turkish style hel- 
met. Her back now being 
covered with a long 
horse cloak. 


Having the figures in my hands to review I found it impos- 
sible not to paint at least one of them, such is the detail and 
beauty of these exquisite figures. Challenging, but defi- 
nitely worthwhile, painted over a white undercoat in multi- 
ple washes of almost over thinned paint to avoid obscuring 
the very fine sculpted detail. The Thunderbolt mountain 
website calls its miniatures “extraordinary” which on any 
other site would be bravado, but here if anything it is an 
understatement. I am in the same position as other review- 
ers of Tom Meier’s recent work, lacking enough superla- 
tives to convey just how good these figures are. 


Thunderbolt Mountain 8047 Elf commoners 


Two new figures for the finest 30mm Fantasy figure range 
made today. The pack contains one male and one female, 
both open handed and a small accessory sprue containing a 
Lyre, a book, a goblet and a small posy (bunch of flowers). 
The intention being that the figures can be given different 
objects in their hands. 


The male figure is 33mm to top of head and wearing a 
loose knee length tunic belted at the waist over leggings 
and undershirt. His elven hood is back over his shoulders. 
The Female is 31mm to top of head wearing a shoulder 
less, very low cut ankle length dress over a short petticoat. 
Her left hand is sculpted as if pulling the front of her dress 
aside. Given the poses of the figures and the content of the 
sprue, the natural pairing would be for the male to be a 
minstrel playing the Lyre, with the female, holding the gob- 
let or flowers dancing gracefully to the music. 


Sculpted in the legendary Meier style, graceful, realistic 
proportion and very elegant these figures are my personal 
favourites from the elf range. The natural pose, simplicity 


and sheer artistic beauty of the 
models is breathtaking. No 
doubt destined to be seen many 
times in top class painting and 
modelling contests this coming 
year. 


Reviewed and painted by 
Robert Hooper 


2982 Casiatta, Anti-Paladin $3.99 

Casiatta comes as a single casting with her shield (and left 
arm) as a separate piece that must be cut away from the 
base. It's connected by the bottom of the shield and moder- 
ate care must be taken so you don't damage the shield itself. 
She is wearing lots of intricate plate armor and her shield, 
once attached, is almost as big as she is tall. The shield has 
a few runes sculpted onto it and they should be easy to pick 
out when painting. She is either wearing very elevated 
heeled boots or has cloven feet/hooves. I guess you can 
decide which for yourself. She carries no gear except for a 
sword in her right hand that also has runes on it similar to 
those on the shield. Her head/face is the most distinctive 
part of the figure and she sports a partially shaven head and 
long flowing locks. Only one ear is visible, but it's pointed 
and wearing an earring. She's pretty clearly an evil elf 
fighter (well, anti-paladin) but she could be used for a half- 
elf easily and could also be used as a non-evil character 
model if you wanted. 


There were a few bits of flash, mostly around the base of 
the model, and a visible mold line on the sword but that 
was 


about all the 
cleaning that she 
needed. The face is 
really clean and well 
done. The armor has 
lots of detail and an- 
gled pieces and might 
be a bit intimidating 
for a novice painter, 
but I liked her and 
she does have a vari- 
ety of uses beyond 
just another — evil 
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fighter type. 


2983 Creepy Familiars $7.99 


Bobo, Bad Monkey 
Doll Golem 


2 


‘Lil ‘Hiv 


Demon es 
Urban 
Cet Griffon a 


Baby 
This set contains six familiars. Three are loose single fig- 
ures and three are cast all on one metal tab. Of the loose 
ones there is a little Cthulhu, a monkey with a small scythe 
and a small baby devil. The baby devil has a very cherubic 
look to it and has a hole in its butt where you can put a thin 
rod and make it look like it's floating or flying. It has an 
oversized head with two tiny horns popping out and bat- 
like wings. The mold line was visible but thin. This was 
probably the most creepy of the set since it combines (at 
least it did for me) a cherub and a devil. The monkey is like 
one of those cymbal banging monkeys, but he carries a 
small scythe instead. He's wearing a fez and vest and looks 
pretty pissed. He's definitely letting out some kind of 
screeching howl. If standing upright he would be about 
halfling-sized and is the largest of the group. Of the whole 
set his mold line was the most visible and he required the 
most cleaning. The tiny Cthulhu is awesome! It's walking 
forward stiff-legged like a baby might and it's arms are out- 
stretched like it wants you to pick it up. It's even wearing a 
little diaper. Ok, so it might not be suitable for every necro- 
mancer-type figure of yours that needs a familiar, but I 
thought it was pretty neat. Of the three figures that come on 
the metal tab there is a rat/bird thing, a dolly and a cat/ 
demon thing. The rat/bird is called an Urban Griffon on 
Reaper's website, but I still think that someone crossed a rat 
with a pigeon. Cleaning on this little pet took about 2 sec- 
onds with a hobby knife. The dolly is a golem that is carry- 
ing a straight-razor behind its back, but maintains a big 
smile on its face to draw you in so it can slash your throat. 
The points where the arms and legs fit onto the torso are 
defined just like on a real dolly. It would do best in a mod- 
em campaign for an urban witch or something like that. 
The cat/demon is perched on a skull and would work in a 
modern or fantasy game. The mold line was barely visible 
and cleaned up in a second or two. Other than Cthulhu, 
which has some admitted use limitations because of the 
diaper (I still like him anyway) this is probably my favorite 
of the set. It could be used with a good (yes, I know it's a 
demon, but I'll get over it) or evil spellcaster and would 
paint up quickly. Like all of Reaper's familiar sets these are 
great representations of vicious little assistants for various 
spellcasters. 


test 


2984 Undead Constructs $6.99 
These two figures are twisted messes of flesh, bone and 


metal. Each 
is made up 
of parts of at 
least two 
regular hu- 
mans (or 
human sized 
creatures). 
One is basi- 
cally two 
skeletons, 
one male and one female, that are either fused together or 
just standing really close by each other. They both have 
some flesh left on their bones and there appears to be some 
kind of spiky implement of torture wrapped around them. 
The second looks to be a single body but there are three 
skeletal heads sticking out from the top. It looks staked 
down to the ground by a twisted tree branch and several 
chains. I liked the concept of these guys a lot, but there was 
a considerable amount of flash and mold lines that needed 
to be cleaned on each them. They required several minutes 
to clean, but I think they'll make a nice addition to any 
group of skeletons. 


2985 Gabriel Darkblood $3.99 

This model is a very interesting one. Like its contrasting 
name (the name Gabriel normally being associated with an 
angel), there are several contrasting things about this model 
that in my mind make it more than a little eye catching. 
His armor is very ornate, and appears to be very well main- 
tained, but then his tattered cloak looks like he got it off a 
vanquished vampire. For the most part this guy could pass 
for a good guy or a bad, with a few notable exceptions. His 
shoulders are adorned with several large talons, and his belt 
buckle is in the shape of a bat, both are cool details that add 
to his overall appearance, but they also mark him (along 
with the cloak) as a vampire or at least someone in league 
with them. Gabriel is a single piece solid cast model with 
an integrated base. The detail on him is really great and 
very sharp and mold lines were very minor as was the 
flash. He is a good solid chunk of metal, and the only part 
of him that is in danger of being casually bent would be his 
sword tip as it extends a good half inch away from the rest 
of the model 
(as it turns 
out, I had to 
straighten 
mine a_ bit). 
My personal 
preference 
would be to 
cast this guy 
in the roll of 
lead bad guy 
(I envision 
him to possi- 
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bly being the lead henchman of a powerful vampire), or a 
fighter type in an evil party. In either role, he is definitely a 
cool model. 


2986 Eldessa, Necromancer $3.99 

This is definitely an evil 
chick with the face of an 
angel. Her head is cov- 
ered by a hood, but it 
doesn't obstruct her face 
at all. Her full lips are 
easily visible and her 
face is really well done. 
To say that she's not 
wearing much is defi- 
nitely an understate- 
ment. She has a few bits 
of armor on one arm and 
shoulder but is just about 
as close to being naked as she can get. Her bustier is made 
up of skeletal hands that hold her breasts up. It's a neat way 
to not leave her out there just hanging in the wind. Her bot- 
tom half is covered by some flowing bits of cloth that ade- 
quately cover her front, but her backside is quite exposed. 
She carries a sword in her right hand and holds a familiar 
on her left arm. It looks like a little winged rat, but could be 
painted nicely as a small demon. She did need quite a bit of 
cleaning though. There were several bits of flash and a 
bunch of mold lines. One bit of flash stood out more than 
any other. It was right on top of her head and I needed to be 
careful when cleaning it so I didn't damage her hood. Even 
needing this additional cleaning time I like this figure a 
bunch. She would work equally well as a character figure 
or as an enemy NPC. 


2888 Duergar Cleric and Golem $7.99 

This pack contains two dwarf-sized figures, one evil duer- 
gar cleric and one mechanical servant. The cleric is obvi- 
ously female, but is bald-headed and her face is twisted into 
an ugly expression. She is dressed in very heavy armor and 
has an unusual helmet that has wing-like protrusions that 
come out over her shoulders and head, but the top of her 
head is left bare. There are lots of glyphs sculpted on to her 
armor that will stand out nicely when painted, but should 
be easy enough for even a novice to easily paint. Her left 


hand is open as if part of a casting ritual and her right car- 
ries a mace that has three “blades” on it with which to bonk 
opponents. There were several bits of flash in various 
places and the mold line was visible across the top of her 
head. The golem is constructed out of metal and bears the 
same glyph on its right shoulder that the cleric does on her 
right. It has large pipes or steam vents coming up from its 
back and it's hands are fashioned into three-digit pincers or 
claws. It had less flash and a barely visible mold line on 
one shoulder pad. I think they would do well as a “boss” 
villain in a dungeon crawl. 


2889 Duergar Sergeant and Grunts $8.99 


These three guys have a very similar look to the cleric 
above and my immediate thought was to group them with 
her for an encounter in my D&D campaign. This pack con- 
tains a leader (Sergeant) who's helmet is similar to the 
cleric's, but without the wing-like things. It leaves the top 
of his head open and his face bears a look only slightly less 
pissed off than the cleric. All three wear heavy armor and 
have large beards. Each of the three has distinct similari- 
ties, but each three are also unique figures. Their shields 
bear the same symbols (easy to paint) and they do look like 
they belong together. The two regular troopers do not wear 
helmets and both had a visible mold line going across the 
top of their heads. Each also carries a different weapon. A 
heavy hammer for the sergeant, a lighter one for one 
trooper and a heavy one-handed axe for the last guy. The 
axe was slightly bent in the package, but I was able to bend 
it back into place without any resulting deformity to the 
haft of the weapon. Two of them carry tankards and each 
has a pouch. Cleanup was most significant with the ser- 
geant who had two metal tabs that went from the base to 
the figure (one to the hammer and the other to the shield) 
that needed to be clipped away. The two trooper's faces 
seemed a bit more pudgy than the sergeant or cleric, but 
could look suitably evil with the right paint job. 


2990 Crypt of the Vampiress $13.99 

Okay, here is something I just might have to build a piece 
of terrain around. This blister comes with a total of five 
pieces, a coffin, its detachable lid, a tall candelabrum, a 
treasure chest sitting in a pile of treasure, and of course the 
requisite barely dressed and very buxom guardian. Pre- 
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sumably she is a vampire, or a vampire spawn or pet, 
though there is no reason she can’t be used in roles outside 
the context of this set. There is nothing about her that 
really marks her as a vampire or even as being an undead 
for that matter. All the pieces are solid cast and with the 
exception of the coffin with its lid, they are also all stand 
alone pieces. The coffin (and its lid) definitely has an evil 
look to it, and most any astute dungeon crawler should be 
able to identify it on sight as a coffin that houses something 
that you don’t want to become overly friendly with. I 
found no mold lines on either of the pieces, and no flash to 
speak of. The same can be said for the treasure chest with 
its pile of treasure that surrounds it (the treasure that is out- 
side the chest includes a sword and a lamp that invokes the 
image of a genie). The candelabrum is a pretty cool addi- 
tion and it is really the part that in my mind makes this set 
unique. Again, the mold lines and flash on this were slight 
at worst, but the obvious lavishness of it is sure to be an 
eye catcher. Speaking of “eye catching”, the center piece 
of the set does a pretty good job herself. The only thing 
about her that might raise the suspicions of a warm blooded 
male is that she happens to be in a crypt surround by dead 
things. This whole set is ideal for someone thinking of 
making a diorama, but could also be used for effects in a 
whole host of encounters. The fact that all these pieces are 
stand alone make this set really versatile. 


2991 Ghost King $4.99 
This is a large, fairly thick, model of a heavily armored 
ghost. The only thing that makes it 
really stand out as a ghost is it's 
overly long robes which flow over 
its feet. Its skull and hands are the 
only skeletal parts that are visible 
and it wears very heavy plate ar- 
mor. The armor is well detailed 
and it also wears a tattered cloak 
on its back. It needed a decent bit 
of cleaning as flash was present, 
mostly around the base, but also in 
other places and there were a few 
mold lines that needed to be taken 


just me but I'd use him 


care of. If undead are your thing (and they are mine) then 
this is a pretty versatile figure. It can be used as intended, a 
ghost, or you could easily paint him up as a skeleton and 
use him as a leader ofa unit or a “boss” figure in an rpg. 


2992 Jack O' Lanterns & Pumpkins $7.99 


In this pack you get three metal tabs with 2-3 pumpkins on 
each. Actually, you get three pumpkins and four Jack O' 
Lanterns. The pumpkins are large when compared to regu- 
lar human-sized miniatures, but could look good as part of 
a base decoration for a rustic miniature. I could see all three 
of them on an ogre's base as he's traipsing through a 
farmer's pumpkin patch. The other four are all Jack O' Lan- 
terns and are larger specimens. They all have different 
faces carved into them, three of which are scary carvings 
and one is a bit more silly. Any of them could work on a 
witch's base, but other than that you might really need a 
themed diorama in mind to get the most mileage out of this 
blister. There was very little cleaning needed and all of 
them attach to their metal tab at the base of the gourds so if 
you mar it at all it will be hidden when you glue them onto 
a base. I do like my pumpkin patch idea though and think 
Tl try it with an ogre or maybe some kind of golem like a 
scarecrow. 


2993 Devin Dunhaus, Mercenary $3.99 

Devin comes in two pieces and you'll need to separate his 
right arm from the base where it was cast. He carries a 
sword and axe and wears heavy studded leather armor 
along with a dented metal breastplate and a helmet that's a 
bit reminiscent (to me anyway) of a pith helmet. There are 
also a few other bits of plate armor on his shoulders and 
knees. I had a very noticeable mold line running down the 
center of the figure, but I was able to clean it without dam- 
aging the figure. He reminds me a lot of a typical man-at- 
arms or city guard and would do great in that capacity. It's a 
very nicely detailed 

figure, but just doesn't 

strike me as a heroic 
adventurer. Maybe it's 


more as a hireling than 
a main character. A 
whole bunch of them 
could make a very us- 
able bunch of city 
guard though. There is 
a bit of room for cus- 
tomization of pose 
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with the sword arm and the axe arm can be brought in a bit 
if you're careful. 


2994 Noreth, Elf Warrior $3.99 

This model is another single piece, solid cast model with an 
attached integrated metal base. He is also a very clean 
model with only traces of mold lines and no flash or stray 
tabs. With his pointed ears peeking through his hair, he is 
definitely of elven decent as indicated by his title. But I do 
have to say that his attire makes him look more like a war- 
rior noble or something, rather than a normal run of the 
mill warrior (with the exception of the sword and shield, he 
could be going to a formal ball, or an audience of some 
sort). His sword and shield are also a bit more exotic than I 
would expect of a front line fighter, but that adds to his 
uniqueness rather than detracts from his overall appear- 
ance. The only part of him that could be easily bent would 
have to be the sword, but that is not going to happening 
casually as that thing 
is pretty sturdy de- 
spite looks. Since 
this guy is not wear- 
ing much in the way 
of typical armor, I 
think this model 
could work very well 
in other non-fighter 
roles as well as his 
advertised — warrior 
role. 


2995 Arrodis Baletide, Blackguard $3.99 

Arrodis is a single piece solid cast model with an attached 
metal base. He stands a good inch and a half tall not count- 
ing his sword which extends another quarter inch or so 
above his head. My particular casting looks as if the cast- 
ing blocks where off kilter just a hair. It’s not off enough 
to make the model unusable, but it is off enough to make a 
significantly bothersome mold line on his arms and legs. 
That aside, this model has a lot going for it. He is obvi- 
ously heavily armored, and he is adorned with no less then 
half a dozen large skull faces mounted on a sunburst back- 
ground. And that doesn’t even count the ten smaller skulls 
that decorate his mammoth sword. My mind’s eye sees this 
guy as a good combination of being easy to paint, and hav- 
ing enough sharp detail to make an impressive model. Be- 
sides the mold lines, 

there was very little 
other work need to 
clean this guy up as 
the flash was kept to 
a bare minimum. He 
is a good chuck of| 
metal with no overtly 
weak points, but the 
sword and its pom- 


mel can be adjusted without too much effort. I see this guy 
as an evil player character (of the Dark Paladin, Fighter, or 
Cavalier sort) or the arch enemy of a good party. I also see 
him as a great model to use as a leader for an evil human 
army. In any role, this is a guy that definitely looks like he 
is going to leave some big foot prints and a trail of fallen 
foes on the battlefield. 


2996 Carnotaurus $9.99 


Here is a model that 
I’m going to have to 
hide from my nine 
year old son (for 
other than the normal 
reasons that I have to 
hide models from 
him). Fora dinosaur, 
this guy is not too overly large (at least for the normal scale 
of Reaper miniatures). He stands about two and a quarter 
inches tall, so although he is bigger than a normal man, he 
is only a pet lizard to say a hill giant. Now as it turns out, 
someone did their homework because this model is indeed 
to scale as the Carnotaurus is a whole lot smaller than say a 
Tyrannosaurus Rex (by the way, “Carnotaurus”, as spelled 
on the blister, is the correct spelling although the Reaper 
Web site spells it “Carnosaurus”). The model itself is a 
single piece solid cast model with an attached base, and 
even though its forearms look small, they are sturdy and 
there are no weak points on the model. There was very 
little evidences of any flash or mold lines which is a good 
thing because with the texture of this guy’s skin, clean-up 
would not have been fun. The skin texture of the Carmotau- 
tus is rows of bumps on rough skin, and the sculptor took a 
lot of care in providing very nice detail for the model. A 
look inside of the mouth of the model also shows the great 
attention to detail on the part of the sculptor. Even though 
this model is in the “Fantasy” section on the Reaper web 
site, this guy is actually as historically accurate as current 
paleontology can make it. 


2997 Serris, Fighter/Thief $3.99 

This little lady is a single piece solid cast model with an 
integrated base. She is labeled as a fighter thief, but she 
could just as well be full up fighter, assassin, or even a 
ranger. Of course the fact that half her body weight ap- 
pears to be contained within her flowing locks makes her 
just a tad top heavy. 
Luckily, her center of 
gravity is over the 


center of a fairly 
large base so she 
doesn’t have any 


problem with staying 
on her feet. Her 
sword arm I at first 
thought would be 
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easily damaged, but I was surprised at 
how sturdy it was. Although it is mov- 
able, should you desire to make ad- 
justments, I don’t think it will be easy 
to do by accident. There were some 
minor mold lines on the arms and 
sword, and no flash worth mentioning. 
I think Serris is meant to be a human 
(though that is pretty much a guess), 
but with her particular style of weap- 
ons, she could just as well be an elf or 
half-elf. In my book, that makes this 
another nicely versatile model. 


14213 Lady Devona $11.99 
This side saddle riding lady might not 
look like much of a warrior, but ac- 
cording to the Warlord stat card that 
comes with her, she is tougher than 
she looks. As it turns out, she is mage 
on wheels, and a fairly decent one at 
that. She comes in two pieces, the horse being one, and the 
rest of her being the other (lance and all). She also comes 
with a plastic cavalry base and as mentioned before, a War- 
lord Stat card. The horse, like she is herself, is not really 
decked out for battle, but rather appears to be ready for a 
parade. But that works well for this model since she is ob- 
viously not intended to get into the thick of clashing 
swords. The horse has some minor mold lines and there 
are metal support tabs (two on her and one on the horse) 
that need to be removed. The lance she carries is easily 
bendable as you might expect, and in fact I did have to 
straighten it out a little myself. There are no other real 
weak points, though two of the mount’s legs are off the 
ground (if you cut away the support in back) and the tip of 
the sword she carries on her back (I wonder if she can 
really use that thing sitting like she is) protrudes from her 
body a bit. Neither the legs nor the sword are delicate 
enough to worry about. This may be the first model I’ve 
seen where the rider is riding side-saddle, and I have to say 
that it is well done as she molds nicely to the mount mak- 
ing a nice snug fit. 


14214 Ian, Ivy Crown Mage $4.49 

This new Warlord model joins the roster of the Crusaders 
as a low level magic user (the 
card calls him an apprentice). 
He comes in two pieces, the 
second piece being his sword 
and a quiver of scrolls that he 
wears on his back (the first 
piece is of course the rest of 
him). He is a solid cast model 
and comes with a square plastic 
slotta base and a characteristic 
card. As is true with almost all 


of the Warlord models I’ve seen com- 
ing out of Reaper, the detail on this 
guy is just great, and the lines are 
very sharp and distinct. I could find 
no mold lines at all, and only the bar- 
est hint of flash. Although this model 
is of a human, I personally think that 
he would also work just fine as an elf 
due to his hair cut and elongated fa- 
cial features (the long sword strapped 
to his back doesn’t hurt either). The 
sword and bag of scrolls attach on his 
backside on a small nub, so it is really 
is an optional feature (filing off the 
nub would take all of thirty or so sec- 
onds), and without the sword and 
scrolls this model could be used as a 
thief, a civilian, a civil servant, or 
even a politician begging forgiveness 
from the public. To make a long 
story short, this is a VERY versatile 


model. 


14220 Vysa, Darkspawn Sergeant $4.49 

Vysa is a dark elf that comes in 
two pieces. The second piece 
actually fits onto her back and 
looks like a set of large pincers. 
You could choose not to use 
them but then you'd have to get 
some green putty and sculpt part 
of her hair because the pincer 
piece includes the bottom half of 
her hair. She is wearing some 
armor, but there is still a lot of 
exposed flesh on this model. 
Her sword is a very stylized 
looking blade and it is carried in 
her right hand. Her left hand is open and empty. Her face is 
well done and is a clean sculpt. Her elvish ears do not poke 
up through her hair and she really could be used (if you got 
rid of the back piece) as an elf (any flavor) or human. There 
is a skull emblem on her right knee and that's really the 
only thing holding her back from being “good” on the 
alignment side of things. There were several bits of flash on 
this model, mostly on the sword, and she took a few min- 
utes with a hobby knife before she was ready to be primed. 
The mold line was visible on one leg, but it was very faint. 


14221 Hunting Beast, Nhoolayan $9.99 

It seems that there was a naming discrepancy with this 
model. Above, I used the name given on the Reaper web 
site. The blister however calls it a “Warbeast, Reven 
Solo”. However the stat card that comes with the model, 
calls it a Hunting Beast and that it’s a solitaire model (as in 
“solo”) for the Reven army, so you tell me which name is 
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closer to being correct 
(not sure were the 
Nhoolayan comes 
from, perhaps the ac- 
tual type of beast this 
model represents). 
The creature is a single 
piece solid cast model 
and comes with a two 
inch square metal slotta base. The best way to describe this 
guy would be to say that she is the mammal version of a 
thinoceros. In fact, that probably describes it about as ac- 
curately as you could hope for. As for mold lines, there 
was a minor line running down its spine, and only a few 
strands of metal left over from the injection process. The 
base has a large tab running down its center so that it fits 
into the slotta base snugly. It is a pretty good chunk of 


metal, so it’s safe to say that there is nothing on this model 
that is going to be easily damaged. For those who play 
Warlord, this baby is not in the book, and appears to be a 
pretty tough cookie (expensive too). 


14222 Audt, Reptus Sergeant $5.99 

This new Warlord 
model comes in three 
pieces, besides the 
main torso, the right 
hand ( I’m pretty 
sure I can call it a 
hand) with its wicked 
looking gauntlet and 
knife, attaches in a 
very nice socket be- 
low the right shoulder. The third piece is a large ornamen- 
tal pair of spines that fit into a socket on the model’s back. 
Between all the spines and spiky armor, this is not a model 
that you want to accidentally sit on. . I can imagine that 
this model might be a little tricky in casting, but Reaper has 
done a great job on it. There is a bunch a stray pieces of 
metal coming off some of the many points on the model, 
but otherwise, flash and mold lines were difficult to come 
by. On the other hand, distinct detail is the rule of the day 
for this guy. Looking at this model you might think that 
there are several weak parts. The tail, curved sword and a 
couple of long spikes all protrude pretty far from the main 
body of the model. The sword and spikes however are very 
sturdy, and not easy to accidentally bend. As for the tail, 
well who knows if that’s bent or not. The Reptus army in 
the Reaper game of Warlord is not one that I have seen 
much of just yet, but if all the models look anything like 
this one, it may well be an army that I might be interested 
is fielding. 


14223 Goblin Rangers $13.49 
In this pack you get three goblin rangers, all of which are 
individual poses. Each of the three has something in their 


left hand 
(dagger or pick) 
and a_ separate 
right hand. The 
all wear similar 
hooded cloaks 
reminded 
me a bit of Robin Hood's merry men, except they are gob- 
lins and probably not too merry. They are all also wearing 
light clothing and only one has two shoes on. The other two 
each have a single shoe, one with a right one and one with 
a left. They also carry a good number of pouches and their 
faces are good representations of ugly little goblins. You 
get four right arms (sword, dagger, mace, and axe) and can 
arm these little buggers as you wish. There is enough rotation 
where the right arm is placed to give you some additional posing 
options. The separate weapons needed the most cleaning, but the 
gobbos themselves had a bit of flash here and there. In a wilder- 
ness encounter they would make nice opponents, especially if 
given a few levels of Ranger just to keep your players on 
their toes. 


and 


14225 Ra'am $5.99 


Ra'am is a Reptus 
warrior that comes in 
three pieces (head, 
tail, rest of the 
model) and he went 
together easily. The 
first thing I noticed 
about the figure is 
that he's standing on 
some stone blocks 
that could be either 
building ruins, part 
of a wall, or rubble in 
a dungeon. It's really 
a nice visual and I'd be very happy if Reaper started selling 
just base enhancements like these without figures so others 
can be dressed up too. Ok, back to Ra'am. He's not carrying 
any weapons but has chains wrapped around both fists and 
looks quite capable of taking care of business. There's also 
not a lot in the way of armor on this figure, but there are 
some strategically placed metal plates on his body. There 
are spines sticking out of his back and other knobby protru- 
sions on his body. His tail is wrapped in what looks like 
heavy strips of leather. He has just one foot on the base 
blocks and really looks like he's jumping over it about to 
pounce on someone. There is room for a bit of bending on 
his attached (left) leg but be careful not to break it if you 
choose to adjust his pose. He did have a lot of flash, proba- 
bly more than any other figure I (Mark) looked at this time 
around, but I really love this figure. The animated pose and 
just coolness of it made the cleaning more than worthwhile 
and he'll do perfectly as a Lizardfolk warrior character if 
you're not building a Reptus army for Warlord. 
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14227 Herne, Crusader Lancer Sergeant $11.99 
Herne is a great addition to the Crusader army list. Of 
course to my mobility loving mind, cavalry is always a 
great addition to just about any army. Herne comes with 
his statistics card and is assembled from four pieces, his 
lance, his shield, his body, and his mount. To me, the most 
impressive part of the model is the mount. Though it has a 
significant mold line under its belly, I just love the tack and 
barding that this guy sports. The horse has an attached, 
metal base, but the base also has tabs on the bottom that fit 
into the plastic cavalry base that is also supplied in the blis- 
ter. The only excess metal on the mount were the tabs 
holding the mount’s two lifted legs to the base. I found that 
the legs where more than sturdy enough, so I clipped those 
off. As for Herne himself, he had no mold lines at all, and 
the only surplus metal was the tab connecting his feet. He 
is a grizzled looking veteran with very nice detail work all 
over his armor, and both arms end in a socket between the 
shoulder and elbow. His left arm has a small but ornate 
shield on it, while the right arm cradles a long steel tipped 
lance. There is nothing on the model that I would consider 
weak points except 
of course for the 
lance itself (and I 
had to straighten it 
out before gluing it 
together). This is a 
cool model, and I 
can’t wait to field 
him with the rest of 
my Crusader army. 


Reviewed by Mark Theurer & Clay Richmond 
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Rezolution is a new sci-fi skirmish game set in a dark cy- 
berpunk-ish world where groups of mercenaries, thugs, and 
law enforcement square off in ranged, hand-to-hand and 
psychic combat. We have two box sets to take a look at 
and Clay and I will each tackle one. In each box ($29.99 
USD) you get a handful of figures, a d6, a set of quick start 
rules and a CD that contains printable templates, counters 
and terrain. I got the APAC (Asian-Pacific) box to check 
out and Clay got the Ronin. 


Yuurei 

This guy immediately reminded me of one of the evil guys 
in "Big Trouble in Little China". This guy's hat is not 
really as big. It comes as a separate piece and it has a metal 
tab on it that you'll need to carefully clip away. It fits on to 
his head without a problem. He is a spellcaster of sorts 
(called The Craft in Rezolution) and also a capable, but not 
prolific, fighter. He wears a combination of hard armor on 
his chest and lighter clothing on his legs. His pose suggests 
that he's powering up some kind of spell or just in heavy 
concentration. Thin mold lines were visible on his arms 
and there were some bits of flash to clean. The biggest 
thing to be careful when cleaning was a bit of metal that 
spanned from his right hand to his leg. Be careful not to 
damage the figure (or yourself) when removing it. He 
looks like a psychic kung-fu fighting monk to me and is a 
cool figure that could be a lot of fun to paint if you really 
go wild with the colors. 


Arashi 

This female fighter has spell-like abilities (like the Yuurei) 
and also carries a pistol for more standard combat pur- 
poses. One of the first things that I noticed on a lot of the 
APAC figures is that they have large blocks, or stilts, under 
their boots. Sort of like KISS boots. She is no exception. 
She is wearing a tight little outfit that shows off her bare 
shoulders and thighs. There was a visible mold line that 
needed to be cleaned and there were more bits of flash on 
her than the other figures, but after about a minute she was 
ready to be based and primed. Much of her face is covered 
by a headband and mask and there are a few bits of techno- 
logical gear on her person. She could definitely be used in 
a near-future rpg as a player character. There are a bunch 
of fine details on the figure like the laces on her blouse and 
her frilly bloomers so a steady hand will be needed to get 
the most out of painting her, but it's a model that's worth 
tackling. 


Enforcers 

There are four models that make up this unit of Enforcers, 
with three different sculpts among them. All are single 
piece castings and each carries at least one gun. The two 
duplicate males have a hand extended that carries a pistol 
with a blade attached to it and are posed as if they are fir- 
ing. For me, their hairstyles and chiseled abs are the most 
defining feature of these guys. They wear strange half 
(maybe third) shirts and neckties which makes them stand 
out. All of the Enforcers have the same look, but with 
slightly different execution. The female carries a pistol in 
one hand and blade in the other and her shirt is a bit longer 
to cover most of her naughty bits. She is also fit and trim, 
like the guys, and she has what would normally be a top- 
knot, but it's slightly off to one side of her head. The last 
figure in this group carries two pistols in a firing pose, but 
is also either jumping backwards or maybe it's forward. 
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Either way, one foot is extended and the figure connects to 
the base by his sash. I say "his" because the chest is ex- 
posed like the other males and the hairstyle matches their's 
but he has a very effeminate appearance. The last figure 
had the most visible mold line of the group (it was faint, 
but present on the others though) and each had a few bits of 
flash that needed to be cleaned. All of these figures have 
the same style of platform shoes as the Arashi wears. This 
groups could easily be used as gang members in the Judge 
Dredd miniatures game or in Necromunda if you're not 
building an APAC army in Rezolution. They could also do 
double-duty as thugs in a sci-fi or near-future rpg. 


The quick start rules are enough to get you started playing 
the game. It uses opposed rolls to determine if you hit 
someone (my Ranged Combat Ability versus your Agility 
for shooting and our opposed Close Combat Ability for 
hand-to-hand) which keeps both players rolling dice 
throughout each turn and has alternating activation where 
we take turns using units/individuals. A complete review 
of the rules will be in the next issue of FR. The scatter dice 
has a small d6 with arrows on it inside a clear, hollow, lar- 
ger d6. It's a pretty neat idea, but I'm a bit concerned about 
how well it will hold up under lots of use. After a few 
games I'll know and will let you know, but I expect that the 
guys at Aberrant Games have tossed them around enough 
to know they'll hold up. 


Rezolution Ronin Starter Set 

This set comes with five models. I can’t say I (Clay) know 
the game of Rezolution yet (but I plan to) but these five 
model supposedly are enough to get you started with the 
force known as the Ronin. Evidently, these guys can be 
used as mercenaries, or as a force in their own right. I’m 
not sure if it helps (I know it didn’t help me without a little 
study) but these five models include a Brick (the heavy 
weapons expert?), a Fist (the hand to hand martial arts ex- 
pert?), a Ghost (from what I can tell this is a sneaky cy- 
borg), a Maven, (the bad ass of the group? This guy I think 
is the leader.), and a Shootist (the Wyatt Earp of the group). 
All of the models are solid cast from white metal and come 
with a round plastic slotta base. The first on the list is the 
Brick. This model is a lady that likes leather a lot, and car- 
ries a bazooka sized weapon. The model comes in three 
pieces, the weapon being one piece, her right forearm being 
the second, and the rest of her being the third. She is not 
wearing a lot, but what she is wearing is leather and fixed 
with nasty looking spikes, like her boots, raised gauntlet, 
and even her bra. The right forearm of the model fits onto 
a nice pin, and the weapon fits into a shaped hand and sits 
on her shoulder. The next model is the Fist, which is an- 
other three piece model. This time two of the pieces are the 
front and back pieces of cloth that serve as her loincloth 
(yes I’m serious). I suppose these pieces could be consid- 
ered optional. The rest of her is the third and final piece. 
Her card says that she carries Shuriken, but I have no idea 
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at all were these might be stashed. The next model is the 
Ghost, this one is a single piece model, and the card calls 
the model a cyborg though nothing on the model makes 
that fact all that obvious (except maybe for the observation 
that the model seems to be unisex, though it definitely 
looks human). Then we have the Maven. This guy is who 
I imagine as the leader of the group. He is a single piece 
model and hoists a pistol in his left hand and sports a Wol- 
verine like set of claws on his right hand. Our last model in 
the set is the Shootist. This guy is a two piece model and 
has both hands wrapped around his machine pistol (the sec- 
ond piece is his right arm minus the hand). For all of these 
models, the pieces fit together nicely making for good 
strong joints, and there is no obvious weak points in any of 
them with the possible exceptions of the individual claws 
on the Maven, and the strips of loin cloth on the Fist. Mold 
lines on all these guys were fairly significant and proved to 
be something of a bother on a couple of them. The same 
could be said for the flash and various tabs on the smaller 
pieces. I will say one thing, and that is the outfits on these 
folks have really piqued my curiosity and I can’t wait to 
read the background on these people. 


Reviewed by Mark Theurer & Clay Richmond 


Crunch Waffle is a new miniatures company that is releas- 
ing some pretty unique character models. They are in a 
standard 28mm scale and are not sculpted in the big heroic 
scale of many other manufacturers. Many of their figures 
represent character types that you may not have seen in 
other standard fantasy lines but they are not overblown or 
exaggerated. 


Waggamaephs $6.99 

If the part numbers are 
any indication, these are 
the first miniatures pro- 
duced by Crunch Waf- 
fle. The package comes 
with three of these little 
critters (they appear to 
be something between 
an Ewok and a gremlin), 
all in different poses. 
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One looks like its running (the web site says he is actually 
dancing), one is deep in thought, and the last looks like it 
just jumped up from behind a bush to say “Boo”. They 
each stand only about three quarters of an inch tall, and 
each are single piece models with their own attached bases. 
I could find no flash lines on these guys (they are fur cov- 
ered to it would blend right in) and only one had any sig- 
nificant but easy to remove excess metal. These guys I can 
see in a variety of roles from being a familiar to being 
pesky little creatures whose mischievous antics could bring 
some comic relief to a game. 


Tau, Nubian Wrestler —$4.39 

Tau is a single piece solid 
cast model with an attached 
integrated metal base. He 
stands about an inch and a 
quarter tall, and since he has 
no protruding limbs or weap- 
ons, there is nothing on him 
that is likely to be easily 
damaged. He is not armed or 
armored, so he could work 
well as a civilian or martial 
arts fighter as well as a wres- 
tler and his grass laced attire 
mark him as someone that 
might be familiar with the 
savanna. He is a very clean 
model with no mold lines and 
only the smallest hint or stray 
metal so virtually no clean- 
up was required. There is not 
a whole lot to the model, but 
what there is has been done 
well. 


Makaio, Warrior with Shark Tooth Club $4.39 
This warrior is the second 
in the line of Nubian war- 
riors from Crunch Waffle 
and it is a two piece solid 
cast model where the sec- 
ond piece consists of his 
right forearm and the leaf! 
shaped weapon that it is 
holding (what appears to 
be called a Shark Tooth 
Club). The model comes 
with an attached integrated 
base, and the detached 
forearm comes connected 
to the base via a tab which 
needs to be cut away. The 
forearm attaches just 
above the elbow with a 


very small ball in socket (the ball and socket are just large 
enough to provide a guide to assist in the placement, but 
they are not large enough to provide much support to the 
finished joint). There is not much in the way of mold lines 
and flash on this guy so clean-up is nearly unnecessary. In 
the common mode of Nubian warriors, he is not wearing 
much in the way of protective clothing (or any kind of 
clothing for that matter), only a headdress and loincloth.. 


Subira, Zebra Centaur $6.99 


A Zebra Centaur! Now there’s a cool thought. Of course I 
have to admit that I’m not looking forward to painting this 
puppy. But then again, there is no reason that this model 
couldn’t make believe it’s a regular Centaur (meaning half 
horse rather than half zebra). The only real detail that 
marks this model as a zebra rather than a horse (not coun- 
ting the fact the half human part is obviously Nubian) is the 
tail. But it would take a fairly observant and someone fa- 
miliar with horses to catch that little difference. The model 
is a solid cast two piece model with a metal integrated base. 
The two pieces are naturally the Zebra part, and the human 
part, and they fit together smoothly in a nice ball and soc- 
ket joint. They fit together so perfectly that there is hardly 
dividing line visible even before you paint. Not only that, 
but I have to say that of all the horse/centaur models I’ve 
seen in the past, this one has got to be the best as far as 
mold lines are concerned. Besides the trace of a line on the 
inside of one of the legs, there simply weren’t any lines to 
be found, and the same can be said for her human half. 
There were a couple errant pieces of metal on her spear, but 
that was about the whole of it. The model is very sturdy 
and stable and even the joint between the two pieces is so- 
lid enough to prevent it from coming apart any time soon. 
All in all a very well done and original model. 


Angel’s Advocate $4.39 

This model is definitely one of my favorite out of Crunch 
Waffle’s first set of figures, though I'd be interested in 
finding out the story behind the name (unless “Angel” is 
the vampire from the TV series, he does not strike me as 
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the type of dude that would be associating with angels). 
This is a solid cast single piece model with an attached in- 
tegrated metal base. The model depicts an ogre-like crea- 
ture that appears to be somebody in charge. His weapon is 
pretty nasty looking (a double ended, double bladed ax) 
and that in and of itself tells me that this is no run of the 
mill monster. He appears to be about twice the bulk of a 
man, and his weapon stands about the same height as a 
man. There were only a couple hints of a mold line, and no 
flash on him making him a very clean and easy to prep 
model. The sculpting on him is well done with good atten- 
tion to detail and easy to pick out (even down to the hair 
under his armpits). The model is quite firm with no weak 
spots. Seeing that this model is in Crunch Waffle’s first 
release, its easy to see that that they have someone on staff 
there that is not exactly new to this business. 


Regulator $4.39 


This two piece figure is of a 
crossbowman that is kneeling 
on a roof taking aim. It 
comes in two pieces and 
you'll need to glue the cross- 
bow and right arm into place. 
He is wearing leather armor 
and a mask to cover his face 
and has a very rogue-ish look 
to him. The casting left only 
a few small bits of flash and 
the crossbow needed more 
cleaning than the rest of the 
figure. Assembly was very 
easy and this guy will be 
ready to prime in no time at all. He has a quiver of cross- 
bow bolts at his side, but not any other gear. Below his feet 
is a small roof section and gargoyle head like you'd find on 
the ledge of a building, but it could easily pass for part of a 
dungeon too so he could be used well in an urban or dun- 
geon setting without trouble. It's a clean sculpt, but it does- 
n't have any fiddly detail that might intimidate novice 
painters and is a figure that will be easy to get a nice look- 
ing result from. 
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Suicide Warrior $4.39 
This guy is described as a 
Plains Indian with his foot 
staked to the ground. I 
talked to the Crunch Waffle 
guys at GenCon and they 
said that he's done this to 
increase his bravery in bat- 
tle because now he has no 
choice but to face whatever 
is coming his way and you 
either win or you die, there 
is no option for running 
away. The model comes in 
two pieces (the figure and 
the base) and you'll need to 
glue down the metal base 
to a regular plastic one. The figure is not wearing much 
armor and has lots of exposed flesh to paint. His spear is 
kind of thin and mine bent a bit on the trip back from Gen- 
Con, but if you're moderately careful with it you'll be fine. 
His face looks like he's screaming at his enemies and his 
feet look like he's doing some kind of ritualistic dance be- 
fore the battle because he sure isn't running anywhere since 
he's staked to the ground. There was a bit more flash and a 
slightly visible mold line that needed to be cleaned but 
nothing excessive. There is a metal tab under his left foot 
that you'll want to remove and his right foot fits into the 
metal base where the stake is sculpted. It's a pretty neat 
concept for a warrior, but one that might not fit into every- 
one's fantasy world and one that might be a hard sell every 
time you go into combat because there are definitely some 
times that you'll want/need to run away. I think he'd make 
a much better addition to a diorama, but can't rule him out 
as a player character model. 


Ranger with Warclub $4.39 

This is another Indian figure, 
but one that immediately looks 
more adaptable as a player 
character than the previous one 
that was staked to the ground. 
He carries a rifle stock in his 
right hand for use as a club and 
a sheathed knife is grasped by 
his left hand. He's wearing 
leather pants and a loincloth 
and sports a mohawk hairdo. 
He's standing in a simple pose 
with a pretty angry look on his 
face. Almost all of the clean- 
ing that was needed was on the 
hand/club, which comes as a 
separate piece. I think that he 
has much more versatility than 
the previous Indian, but this 
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one's not staked to the ground. 


Beatrice the Torturer $4.39 


a very nasty lady with bad 
intentions. Beatrice is 
dressed in leather armor 
(boots, corset and cloak) 
and has a_ significant 
amount of bare flesh to 
paint. A large sword rests 
across her shoulders and 
there are bits of gear all 
over her belts. The sword's 
handle ends in a_ hook, 
which is a nice detail that 
fits her character, but I al- 
most clipped it off as a bit 
of flash. In her right hand is a length of coiled rope and 
there are small hooks and blades on her belts. Flash was 
present on the figure in various places, but no defects. The 
detail on her small tools was clear. 


Garthage Droll, Acrane Seed $4.39 
This very stern looking mage 
comes as a single piece and was 
ready to prime in about fifteen 
seconds. There was a tiny bit 
of cleaning needed on his cape 
but that's about it. There are 
some bits of chain and other 
trinkets attached to his belt that 
look like they'll be pretty easy 
to pick out when painting and 
the flames at the end of his 
bos cloak will be much easier to 
coiomwenenane Paint than trying to do it free- 
hand, at least for me. He's de- 
scribed as being an evil mage, but I see no reason why you 
couldn't use him as a good guy and he'd make an easy, and 
good, addition to a party of adventurers. 


Toshiro, Samurai at Rest $4.39 
Toshiro comes with two separate 
swords (each having bits of flash 
that needed to be cleaned while 
the rest of the figure was pretty 
much free of anything that 
needed to be cleaned or 
trimmed) that you'll glue on and 
is carrying a bottle of sake in his 
right hand. His sword is de- 
scribed as being oversized, but it 
looks seemed the right size 
(definitely not cartoony big) to 
me. His robes hang neatly on 
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his body and the sculpt is very neat and clean. The face is a 
good depiction of a somewhat older gentleman and his hair 
is tied up ina bun. Even though he's not in an action pose 


This one piece model is of you can tell immediately what he is and would make a nice 


samurai player character model. 


Kestenia, Water Wizard $4.39 
This is probably my (Mark) 
favorite mini out of this batch 
that we got to look at. Ke- 
stenia comes in two pieces 
(main figure and her staff) 
and was very easy to assem- 
ble. She is wearing very sleek 
robes and a top that covers 
about half of her body. She 
is obviously an elf as her 
pointed ears stick out from 
under her hair. Her mid- 
section is nicely toned and 
sculpted well. Her face has a 
bit of a pouty expression to it 
and I really liked that she is 
riding a wave. Is she really 
going to ride a wave every- 
where she goes? Well, maybe she can and it just struck me 
as kind of cool. There was really no flash to speak of on 
this model and I found it to be a neat figure. 


Reviewed by Clay Richmond & Mark Theurer 
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HSNOBI - Hydrissian Noble 

This model is a solid cast model that comes in three pieces, 
the head and neck are one piece, the right arm along with 
the staff it carries is the second, and the rest of him is the 
third. The model also comes with a plastic round slotta 
base. The neck fits into the body in a well formed socket 
(well enough that you should be able to completely hide the 
seam) and the fits in under the garments on the right should 
(also doing a great job of hiding the joint and making for an 
excellent fit). Mold lines are kept to a bare minimum and 
the only a few slivers of flash could be found in the normal 
places. None was difficult to clean up. These models are 
my first introduction to Alpha Forge products, and it looks 
to me like they got a lot going for them. The quality of the 
metal, the molding process, and the detail on the models 
are all top of the line. The game these models are designed 
for is the game Star Mogul, and Alpha Forge should be re- 
leasing it in the coming months (it not weeks). I’m inter- 
ested to see the story line, because these aliens might look 


like dinosaur wanna-bees, 
but if the gear they tote 
around is any indicator, 
their brains is a tad bit big- 
ger than a pea. This par- 
ticular model wears a hel- 
met that gives him limited 
psionic ability and en- 
hanced localized aware- 
ness. I guess that’s appro- 
priate for a battle com- 
mander. 


HSNI1 - Hydrissian Infantry with dissembler gun 

This Alpha Forge model comes in two pieces and a round 
Slotta base. The head and neck comprise one of the pieces, 
and the rest of the model is the second piece. As it turns 
out, the head that comes with the piece has five variants, 
and the one you get is random (there are five different mod- 
els that have the same sort of head, and the heads are evi- 
dently interchangeable) . The base of the neck has a nice 
nub that fits nicely into a fairly deep sock on the body. 
This makes for a very nice joint, so even though this guy 
has a snake head sticking out away from his body, its not 
really in danger of being broken off (unless you use lousy 
glue of course). The mold lines are barely discernable and 
there was no flash making this guy just about as clean as 
you could hope for. The detail on this guy is also very 
nice, so if you have been looking for some dinosaur look- 
ing, gun toting aliens, look no further. The gun this dude 
carries looks a bit odd, but then again, what it does is a bit 
odd too. Its description says that it can “deconstruct tiny 
quantities of matter at a distance, causing deadly localized 
blasts”. In my uninformed little mind that means this gun 
makes its target go nuclear (maybe that explains the part 
about “tiny” quantities?). 
And this is the standard 
sidearm these guys carry? 
Yeah, that’s just the kind 
of gun I want my enemies 
pointing at me... geesh. 


HSN2 - Hydrissian 

Infantry advancing 

Well, I thought having a 

gun that turns your insides 

into a miniature nucleat 
- weapon was bad. This 


dard issue version 
of the hand gre- 
nade which opens 
up a_ miniature 
black hole at your 
feet. Yikes!! Tell 
me again why 
these lizards don’t 
tule the universe? 
Luckily, these 
black holes only 
last an instant, but 
I imagine that the 
poor sucker that it 
sucks it during that instant is not overly concerned with that 
little tidbit of information. Like the previous model, this 
guy comes in two pieces, and again, the head and neck is 
the part that is detached. The head fits in firmly to a well 
make socket in the torso making for a solid joint, and 
though it might appear that with this guy holding his heavy 
looking gun with his spindly looking arm might make for a 
weak point in the model, the metal is actually quite firm 
and not easy to bend. Being a little bit more spread out, 
this model gives you a better look at all the detail in its 
body and its weapons. Of course that also leads to a bit 
more flash being left in those areas as well, but not enough 
to be bothersome. Of the Hydrissian models I’ve seen this 
issue; I think I like this one the best. (even though it can 
throw baby black holes at you). 


HSN4 - Hydrissian Infantry with Heavy Weapon 

Next in the line of Hydrissian foot soldiers is this Heavy 
Weapon trooper. Obviously these aliens are pretty strong, 
because when they say heavy weapon, they aren’t kidding 
around. The gun this guy is flashing around (with only one 
arm I might add) has got to weigh as much as he does if not 
more. To be fair, he does have on a harness that I’m sup- 
posing helps him out with some of the muscle, and you can 
see that he is using a keypad with his other hand to pre- 
sumably target and fire the weapon. I don’t know what it 
fires, but if these guys can pack a black hole ina little stick, 
I'm not anxious to see 
what they can shoot at 
you through that pair of 
huge gun barrels. The 
model comes in three 
pieces, the interchange- 
able head (like the other 
light infantry models) is 
one piece, the heavy 
weapon is the second, 
and the rest of the body 
is the third. The model 
also comes with a round 
plastic slotta base. Both 
the head and heavy 


weapon fit into large deep sockets at the neck and shoulder 
respectively. Time will tell, but the shoulder joint is the 
one to worry about due simply to the size of the weapon its 
supporting. I personally think that this might be a good 
place to go ahead and pin the two pieces just to make sure. 
The model had very little in the way of clean up necessary, 
and like the other Hydrissian light infantry models, the de- 
tails were well done and clearly visible. 


WD 1 - Wardroid 

This model is cool be- 
cause it can come in a 
variety of configurations. 
To put it together, there 
are a total of seven pieces 
needed (not counting the 
plastic round slotta base 
which is also included). 
Only three of them are 
“standard issue” with this 
model, and that would be 
the two tracks (each a 
separate piece) and the 
chassis that holds them 
together. From there on up, there are options. The two 
arms (again each a separate piece) determine the weapons 
load out and there are two options for this. You can have a 
heavy weapon and a grappling claw (as shown in the pic- 
ture) or have both arms carrying smaller anti-personnel 
type guns (I guess toting two heavy weapons might over- 
load his power core). The torso itself mounts only the track 
chassis and is where the arms and head all fit into and it 
comes in two different styles. Finally we have the head, 
and it comes in three different styles. The style of the head 
and torso you get with the model are random (I actually got 
two head with mine though I’m not sure if that was in- 
tended or not). The Arms, head and torso all fit together 
nicely with good sized pins to hold them together. The 
tracks take a little bit more fiddling with, but they do fit 
together well (I can tell you from experience that if they 
don’t fit together well, your doing it wrong.). The model as 
a whole holds together quite well because of the well done 
pins and its low center of gravity make it a good stout little 
robo-soldier. The only pieces of stray metal I found on the 
model were the tabs that I had to clip away from the heads. 
Besides that, clean-up took all of thirty seconds or so. 


SL5 - Gang member/ salvage squad with chainsaw 

This guy came with three pieces, but as it turns out, you 
only need two of them to put him together. The extra piece 
is an optional left arm holding what looks to me like a big 
bar of iron. Either of the left arms will fit into a very nicely 
made socket at the shoulder. The joint is then covered by 
the gang member’s vest. As usual, the model also comes 
with a round plastic slotta base. Besides a couple of very 
small pieces of easy to remove flash, this model is very 


clean with only 
slightly visible mold 
lines. Though the 


mold lines are hard to 
see, the very well done 
detail is not. In fact 
the detail is very sharp 
and distinct. This guy 
really fits the Harley 
rider’s stereo type the 
perfectly, complete 
with beer belly, bald 
head and the Santa Claus beard (the fact that he is carting 
around a chainsaw doesn’t hurt the image either). The joint 
at the left shoulder is done very well, so there should not be 
any weaknesses there, and his pistol toting right hand is 
supported by enough metal that even that cannot be consid- 
ered a weak area. To sum it up, this is a sturdy well done 
model, and the fact that you can configure him two differ- 
ent ways (using one of two different arms) only adds to the 
desirability of the model. 


SL6 - Gang member/ salvage squad with shotgun and 
cutting equipment 

This is a single piece 
solid cast model 
complete with a 
round plastic slotta 
base. Cradled in his 
right arm is a shot- 
gun, and on his back 
he carries a_ tank 
which is presumably 
fuel for he cutting 
torch that dangles 
from its side. His left 
hand is holding on to 
his aviator cap that 
he must be using as a 
welding helmet. I 
imagine that he is holding on to his cap as he hi-tails it 
across the field of fire while hopefully his comrades pro- 
vide him cover fire. Not looking much like a fighter, and 
carting around what could easily become a great big gas 
bomb on his back, getting shot at is probably not something 
he considers fun. The model has virtually no flash, and 
only the barest hint of mold lines making him a very clean 
model. It’s a pretty compact model too, so there is nothing 
protruding that could be easily damaged. Compared to the 
previous model, this guy is like skin and bones bringing to 
mind a Laurel and Hardy image (though I rather doubt that 
those two icons of humor would take kindly to the com- 
parison). 


Reviewed by Clay Richmond 


60 


= | 
Wh 
=| 


RRTIRGETE 
Maggio 


} JJacntricens Ecos 
Si é : “ 


AGNIFICENTEGOS.CO! 


MAGNIFICENT EGOS AND THE MAGNIFICENT EGOS LOGO ARE TRADEMARKS OWNED BY MAGNIFICENT EGOS. 


WJacxreicent 
EGos 

ME04037 Oculous, the Rotten Eye $15.99 
This monstrous undead beholder comes in two halves 
(front and back) and a plastic base. The two halves fit to- 
gether easily, but there was a small gap in places that will 
need a bit of putty to seal up. The front half is centered by 
one large eye and is surrounded by three stalks, one with a 
smaller eye, and several spiky protrusions (severed eye 
stalks). Under the eye there is a large open maw that's drip- 
ping with goo and guts. The goo and guts are what con- 
nects the model to the base. There were several small bits 
of flash on the stalks, but really no detectable mold line on 
the front half. There is a nice broken open part of the skull 
(I guess Beholders have skulls) where the brain is showing 
through...very cool! The back half has some rotted away 
skin with exposed cracked bone. Ther are four small 
stalks, also ending in eyes, and a couple of protrusions on 
the back half. A metal casting tab 
needed to be removed from the back 
half, but it had fewer pieces of flash 
than the front. The assembled model is 
very big and impressive and I'm going 
to put it on a larger round base for 
added stability. The cleaning onthe 
model was pretty limited and was taken 
care of quickly, but to get a really per- 
fect specimen you'll want to break out a 
small bit of putty. Don't shy away from 
teh model for that reason though, it's 
well worth the effort and will quickly 
see use in my D&D campaign. Mag- 
nificent Egos line of monsters 
(Nightmares) is very nicely crowned by 
this single-eyed beast! 


MEO1018 Galadon on foot and mounted on Rose, 

the Immaculate Steed $24.99 

To call Galadon (on foot or the mounted version) big is an 
understatement. He represents a knight that's about eight 
feet tall and the foot version of the miniature is really, 
really tall enough to pull that off. He's just freaking tall! 
I'd say that he's easily sculpted to the right scale and will 
tower over all regular height human figures like an eight 
footer should. He's wearing massive plate armor that's 
been inlaid with lots of filigree and has a flowing cloak 
around his back. He looks very much like a chivalrous 
knight, that just happens to be able to dominate the NBA as 
well as any dungeon that you want to toss him in. The foot 
version comes with the pieces that are separate from the 
main body (right and left hand and a set of feathers). The 
feathers go on his helmet and match a set that's molded on 
the right side of the main figure. The arms fit into place 


where you'd expect 
them too. There was 
minimal flash on the 
pieces and the only 
mold line that I found 
was on the inside of 
his cloak. The foot 
version of Galadon 
will really be noticed 
when compared to 
other figures in what- 
ever adventuring party 
you drop him into, but 
the mounted version 
of the figure is even 
more impressive. The 
first thing to look at is 
Rose, the Immaculate 
Steed. It's made of! 
resin and is very light, almost deceptively so when you first 
look at the piece. It's a single piece model and requires no 
assembly and mine had only a few spots 
of excess, very thin, resin that needed to 
be scraped away. Be careful when 
cleaning Rose as the resin could be 
damaged more easily than a metal 
model. Rose is wearing heavy plate 
barding in the same style as Galadon's 
armor, but it's also covered in (you 
guessed it) roses. Her tail also has sev- 
eral roses sculpted into it as decora- 
tions. The base is made up look like 
rocky ground. So, what does an eight 
foot knight ride? A hella big horse, 
that's what! Rose looks like a Klon- 
dike, like the ones you see pulling the 
beer wagon in television commer- 
cials...only bigger from what I can tell. 
Rose is a large miniature that is beautifully sculpted, with 
lots of detail and will probably be lots of fun to paint. 
Galadon is wearing the same armor, but this time with his 
face plate down. Many more pieces go into the assembly 
of the riding version of Galadon. This includes the main 
body, feathers for his helmet, a cloak, an arm and lance, an 
arm and shield, and reigns for the horse. There was a bit 
more cleaning needed on these parts than with the foot ver- 
sion, but I found no defects and the only significant mold 
lines that needed to be cleaned were on the cloak and ban- 
ner that's on his lance. Once put together you'll really see 
how big the mounted version is. Rose is just so big! He's a 
very distinctive model that fits in well with Magnificent 
Egos line of unique characters and one that could find lost 
of use as a player character. He might be too big to be used 
as a leader of a cavalry unit, but then again his uniqueness 
(and largeness!) could really set him apart (not just can, but 
will set him apart) from the whole unit and he might make 
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an outstanding unit leader. He will dwarf 
everything around him though. If you 
have a use for an eight foot human, or 
you could even say that he's a half-ogre 
that's gotten in good with a knightly or- 


der, there's really no way to go wrong — 
Considering | 


with Galadon and Rose. 
how large this set is it’s a bargain. 


MEO1112 Rhan_ Tonthis, 
$4.99 


Rhan is listed as being a Ramzadi, but I'll 
go ahead and call him a Lizard folk for the 
sake of simplicity. He’s wearing a few 
pieces of plate armor and a loin cloth, but 
is mostly bare-skinned. The skin looks 
really good and has a reptilian appearance 
(imagine that) that has countless scales. 
He’s carrying a large sword, with serra- 
tions on each side of the blade, in his left 
hand and his right arm hangs close to his 
side. The head is a bit small in propor- 
tion to the rest of the body, but it looks 
properly lizard-like. There is a large fin 
or crest that trails from the top of his head 
down his back. The pose is a bit flat and 
while this probably helped eliminate any 
visible mold lines (there were none to be 
found) it also leaves the figure without 
much animation or perception of action. 
There were only one or two tiny bits of 
flash on the figure and these were re- 
moved easily. For some reason this fig- 
ure reminded me a bit of the Lizardman 
from the original D&D Rogues’ Gallery 
from years ago. 


Ramzadi 


MEO3011: Wall of Fire 
MEO3014: Wall of Stone 

Magnificent | 
¢ Egos has added a 
/ new category of 
gaming —acces- 
. sory models to 
j their line. These f 
j models add to 
their section J 
called “Artifacts J 
and Dweomers” jj 
and represent J 
magically cre 
ated walls (the § 
pictures shown are e only representative J 
of what they now have available). The 
other walls that they currently have on 
their menu include a Wall of Iron, Wall 
of Ice, Wall of Fog, and a Wall of 
Thorns. The idea behind these models is 
to help out the Game Masters of popular 
Fantasy RPGs by adding to the visual 
modeling of the game. It’s actually 
something I’ve always thought would be 
a great idea since I first start playing all 
those years ago (no... I’m not trying to 
take credit for it here). The models them- 
selves are great, being single piece solid 
cast models with no assembly and very j 
little cleanup needed to get them into 
play. Painting for the most part should 
also be pretty cut and dry (how hard can 
it be to paint a rock) so mass producing 
these should be quick and easy. The 
down side of course is the cost. Since 
each piece fits nicely into a one inch 
square grid, you can do the math to figure 
out to cast a spell that say spans a fifty 
foot stretch (and from experience that’s 
less than half normal) you would need ten 
sections. Well, if each section runs you 
six bucks or so, then you're talking a fair | 
piece of cash for the visual effect of a | 
spell. I personally think it’s a very cool 
effect, just an expensive one. 


and 


Reviewed by Mark Theurer & | 
Clay Richmond § 
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Okay, how about something a little different? I have done 
a lot of terrain for Fantasy and Sci-fi games, some for his- 
torical warfare games, but never for a western RPG. Last 
issue we welcomed Whitewash City as a new advertiser 
and I thought that their product looked interesting enough 
to give it a go. They sell very detailed PDF files of “ready 
to make” western buildings. In trying them out, I found 
that they are not very hard to put together and they give 
you a result that I personally like better than a lot of the 
card buildings that I’ve seen in the past (such at the type 
that sometimes come with game sets intended to introduce 
you to miniature wargaming). 


To start off with, the PDF files come on a CD, so I went to 
the local copy store and had some of the buildings printed 
out on card stock (the files are clearly labeled with 
“PERMISSION TO PHOTOCOPY FOR PERSONAL USE” ). The 
PDF files for a particular building does not need to be 
printed out in full, but rather you need to pick and choose 
what to print out (unless of course you don’t mind paying 
for a bunch of high quality printing that you won’t need to 
use). 


Each file includes the entire building in color (including an 
interior floor plan that is not used in constructing the build- 
ing but will be handy in game play), then again in black 
and white, and finally you also get a couple of blank floor 
plans just in case you want to personalize it and create your 
own floor plan. 


very straight forward and I 
had no problems figuring 
out which tab went where 
(there were actually fewer 
tabs than you might im- 
age). Each building has 
good drawings and in- 
structions right on the 
sheets to help you through 
any questionable areas. 
For the most part, I used a 
craft knife to cut out the various pieces, though I had a pair 
of scissors handy to trim and cut out certain pieces where 
using them made sense. For the tabs, or any other corner or 
part that required the card to be bent, I lightly scored the 
card with the craft knife before bending the card. This 
gives it a nice clean crisp corner (and straight if you do it 
right), but just be careful not to score it too deeply. Simple 
plastic cement was all that I used to glue it together, but I 
did use some clips to clamp the various tabs together to 
make sure I had good solid connections. I found that the 
main structure of the building went together in minutes 
(cutting it out took longer than anything else). If there can 
be said to be a difficult part, that had to be in the detail that 
is provided for those who might be more ambitious (and 
yes I fell into that category). The details I’m speaking of 
are things like the Stove Pipes, Hitching rails, oil lamps and 
such. Sometimes simply cutting these things out was the 
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There are also a number of “extra” PDF files available 
from Whitewash City were you can make railroads, water 
towers, graveyards, a gallows, fences, barrels and even 
cloths on a cloths line to add as much flavor and realism to 
your wild west town as you choose. Anybody that is in- 
volved in, or plans to be involved in any western type 
games is sure to find a treasure trove of things here that 
they can use to add to the fun of the game without too 
much energy, or shelling out too mush cash. 


Written and build by Clay Richmond 


biggest challenge. In the case of the stove : 
pipes, you have to roll them (I used the han- 4a 
dle of a paint bush as a form to keep it round) FIRST NATIONAL Libad 
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couple of these little details took me about as 
long as the entire rest of the building. 


For a final touchup, I used colored markers 
to hide some of the cut card edges a little 
better. After that you have yourself a ready 
to use true blue building from the wild west. 
The fun does not even have to stop there. 
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IERE CAN BUY OUR C YS? 


Well obviously from us direct (!) but in the last few 

months the amount of Worldwide HF retail outlets 

has been growing steadily & we now have retailers in 

Australia, Austria, Canada, France, Germany, Japan, 
Poland, Spain, UK,& USA. 

There is @ retailers page on our website with the full listings 

& where they are. Just copy the following url 


This issue we continue with our look at another pro- 
painter letting us in on some of their secrets of painting 
miniature masterpieces. Here we have Miss Julie Good- 
win (also known as Death Angel on the Jenova Project 
Forum at www.jenova.dk/forum) painting up a Con- 
frontation Fianna. Miss Julie, take it away... 


Hmmm, where to start... Model preparation and assembly I 
guess! 


The model itself didn’t have too many mold lines and what 
were there only took a few minutes to remove with a small 
round needle file. The hardest to get to and remove neatly 
where amongst the filigree, using just the tip of the needle 
file seemed to remove them easily without damaging the 
surrounding prettiness though. 


Both arms were separate pieces from the elbow up so I 
used a pin vice with a Imm drill bit to drill holes for pin- 
ning. When pinning models it’s important to remember to 
check that the holes you’re drilling into each piece align 
correctly. To do this I usually put a small dot of a brightly 
coloured paint into the center of where I want to pin and 
then fit the two pieces together (prior to drilling either side 
of course). The paint smooshes up against the other piece 
and leaves a mark where they touch, the two dots of paint 
can now be used as a guide for where to drill. 


One I’ve drilled the hole in all pieces and made sure that 
everything fits nice and snugly I cut some pins, I usually 
use paper clips for this as they fit into a 1mm hole perfectly 
and are really strong. You’ll need a good pair of wire cut- 
ters (or similar) to cut the paper clip into suitable lengths, 
watch you’re eyes when doing this as the small pieces have 
a tendency to go flying off in all directions if you’re not 
careful. I add a small dot of glue to the end of the pin and 
insert it into one of the pieces, once that’s nice and dry I 
like to do a dry run first by fitting the piece into it’s final 
position without glue so I can dou- 
ble check that it fits correctly, if the 
pin is too long trim it up and test 
again. Once I’m happy with the fit I 
pop on a small dot of super glue 
and stick it in place, I like to leave 
them to dry for around half and 
hour or so. 


Now it’s time to attach the model to 


have her sitting on top of what will 
be a flat piece of rock (as an exten- 
sion to the one she’s already stand- 
ing on) so I’ve glued a piece of cork 


its base. I’ve decided that I want to @ 


to the base and then glued her on to that. I will often pina 
model to it’s base too but because this one has such a large 
flat surface on the bottom I haven’t bothered, there’s 
enough surface area for gluing that she won’t be coming 
off in a hurry. 


Next up, priming. 


This is a fairly basic step, I sometimes use my airbrush to 
prime models but in this case I’ve used a standard paint- 
brush and brush on white primer. Because I'll be using 
Reaper Master paints for this girl I’ve decided to try out 
their new brush on primer too. It went on smoothly and had 
quite good coverage after I'd thinned it down with water to 
a ratio of around 3:1 water to primer. I'll talk about thin- 
ning ratios quite a bit throughout this article but I do try to 
not get to hung up on them for the most part, they can be 
great as a general guideline but what works for me may be 
way over the top for you, there are many environmental 
changes that affect paint and these need to be taken into 
consideration. I’ve found it best to play around with it; 
you'll soon get to know what works best for you. I used 
three thin layers of primer to get a nice even coverage. 
Three might seem a little over the top to some of you but I 
like to be sure I cover all the metal evenly. 


Now that all the prep work is done we can move onto the 
fun part, adding some colour and bringing out the detail. I 
have a tendency to start with the skin first. There are a cou- 
ple of reasons for this, mostly it’s because it tends to be the 
deepest or lowest are on the mini and trying to paint it after 
having done the surrounding areas can often lead to skin 
colours ending up on wrong 
areas from where the brush 
accidentally touches places 
it shouldn't. It’s something 
we all experience and while 
I doubt it can be avoided 
altogether working from the 
inside out helps quite bit. 


I’m trying out a new (for 
me) skin tone on this girl, I 
have a tendency to paint fe- 
male models with very fair 
skin but feel that this one 
would look nicer with a nice 
warm skin tone so I’m going 
to use Golden Shadow, 
Golden Skin, Golden High- 
light and Brown Liner for 
the dark lining from the 
Reaper Master series of 


BASE 
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paints (all paints used will be from this line so I won't 
bother to repeat it every time I name a colour). 


I start with a base coat of thinned down Golden Skin, for 
base coats I tend to use a ratio of around 2:1 or 3:1 depend- 
ing on how well the colour covers and then use two to four 
coats. This colour covers quite well and it only took two 
coats to get a nicer even coverage. Even coverage is impor- 
tant at this stage because without it you’ll end up with a 
splotchy effect later on that will be hard to hided. Once the 
basecoat is on and dry (which shouldn’t take long in aver- 
age weather conditions) I start the dark lining. Not one of 
my favourite parts of the painting process but a necessary 
evil in my opinion. 


I’m using the Brown Liner for this thinned down at around 
4:1 with water. Using a fine detail brush (Windsor and 
Newton Series 7 size 000 in this case) I load it up with the 
thinned liner and then offload most of the paint (so I don’t 
flood the model with it) before carefully outlining all areas 
where the skin touches another surface. If skin joins with 
cloth it should have a dark line to separate it, same for 
where it joins armour, hair etc...this helps to define each 
area. Some people use black for this but I find it much to 


harsh for my tastes and prefer to use a darker version of the | 


main colour of the surrounding area, so for skin I'll use 
brown, for a red cloak Ill use a dark brown or really dark 
red, on blue boots I'll use a dark blue and so on... 


Once the skins dark lining has 
been taken care of it’s time to 
start adding some depth to the 
areas with some shading. I’m 
using Golden Shadow for this, 
which is a slightly darker ver- 
sion of out Golden Skin base- 
coat. I’ve thinned it down with 
a 3:1 ratio, loaded my brush up 
and then offloaded it again so 
there isn’t too much paint on 
the brush. You can use many 
things to offload onto, paper 
towel, an old dish cloth, even a 
sponge, for convenience sake I 
tend to use the back of my 
hand (which often leads to a 
very colourful hand after a 
long painting session!). The 
point is, pretty much anything 
will do. I apply the paint to the 
underside of the arms (where 
they would naturally be in a fair amount of shadow) the 
armpits, the back of the knees, in the recesses surrounding 
muscles, the hollows of cheeks, colour bone, between her 
breasts etc... anywhere that would naturally be in shadow 
if she had the sun coming down at her from above and any- 


SHADE 


where that is a deeper recessed area (such as cheeks, the 
sides of her nose and under her lower lip etc...). This helps 
to add a natural depth and warmth to her skin. 


If you have any really obvious lines where the shade colour 
joins the base colour now is the time to correct them with a 
light glaze (5:1 mix) of the base colour along the line where 
the two colours meet. This will tone down the separation 
and allow for a smoother look. If you find that some areas 
should go darker, such as her armpits then you can add a 
little darker skin colour or a medium brown to the shade 
colour and lightly apply that in those areas. 


Then we start highlighting 
the skin. I've thinned down 
the Golden Highlight paint 
with the usual 4:1 mix. Hav- 
ing the highlight colour this 
thin allows me to build the 
colour up with multiple lay- 
ers without having to lighten 
the paint for a while which 
helps aide smoother transi- 
tions between the layers. 
The highlight colour should 
be applied to the fronts of 
thighs, tops of shoulders, 
raises of muscles, front of 
nose, forehead, cheekbones, 
chin, fingers etc... anywhere 
that sits higher that the main 
area surrounding it or where 
it looks like it would reflect 
more light than surrounding 
areas. Remember that skin is 
usually reasonably shiny and actually reflects quite a bit of 
light. I ended up doing 3 layers with this mix adding it to 
smaller and smaller areas of skin letting it build up each 
time. Then I added in a tiny bit of Fair Highlight for a final 
highlight across knuckles, tip of the nose, centre of fore- 
head, chin and cheekbones. You want this final highlight to 
be anywhere where the skin would be pulled tighter than on 
other areas or where that body part sticks out the most. If 
you want these areas to be lighter again simply add a little 
more Fair Highlight to the mix, you could also add a little 
white if you prefer. 


HIGHLIGHTS 


Now that her skin is done I'll move onto the fabric and 
boots. I’ve decided to go with purple for the fabric and blue 
for her boots. The purple colours are Dusky Grape, Bruise 
Purple and Faded Purple. And for the blues I’m using 
Breonne Blue, Templar Blue and Ashen Blue. With Purple 
Liner and Blue Liner for the dark lining. 


I started with a base coat (3:1) of Bruise Purple, it took two 
coats to get a lovely even coverage. I’m only base coating 
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Supplied with the 
following options: 


- 2 Heads, pictured. 
- Right hand has a 
Spear, Broad Sword, 
or Arrows. 
- Left hand has a Shield, 
Broad Sword, or Bow. 
- Supplied with one round 
plastic slotted base. 
Model # FO004 
Price: $14.99 
Sculpted By: T. Meier 
Painted By: S. Petrey 
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MINIATURES . truck on our 


Home Page. 


FREE SHIPPING FOR THE HOLIDAYS 
ON ORDER OF $50 OR MORE FOR 
USA SHIPPING ADDRESSES, ALL 
OTHER COUNTRIES $75 OR MORE! 


ORDER|TOLUFREEINTHEUS 2 CANADAMEF 82.9 PSTo1-866-GET-FIGS(438:3447)) 


the top of the fabric (the side 
with the filigree on it) with 
this colour; I want the under- 
side to be slightly darker so 
I’m using Dusky Grape for 
the base coat on the underside 
(using the same 3:1 mix). 
Once that was dry I used a 
4:1 mix for the Purple Liner 
and dark lined around where 
the fabric touches any other 
surface paying special atten- 
tion around all the filigree. 
I’m also using the liner for 
my shading colour on the 
underside of the fabric so 
while I still had some still 
wet on my pallet I shaded all 


hidden areas of the underside 
with it. For the topside shad- 
ing I’m using Bruise Purple 
(which was the base colour for the underside). Because of 
all the filigree, shading the top is a little tricky. I’ve mostly 
just added shading in the deepest areas and will use a little 
extra highlighting in the next step to help emphasize the 
folds. 


BASE 


The filigree also makes highlighting the fabric a little trick- 
ier than usual too so I’m concentrating the highlights on the 
tops of the folds and where the fabric ‘flicks’ out a bit. Us- 
ing a 4:1 mix with Faded Purple I built 3 light layers up by 
loading up the brush with paint and then offloading most of 
it as I did for the skin with each layer covering a smaller 
and smaller area. A fourth layer with just a touch of Pure 
White added was used on 
the highest points. For 
the underside I don’t 
want it to come up too 
bright so I’m using 
Bruise Purple. Two lay- 
ers at 3:1, and then one 
final layer of Faded Pur- 
ple for the final highlight. 


The boots were base 
coated with 3:1 mix using 
Templar Blue. Dark lin- 
ing was the added around 
the laces, the soles, where 
the tops fold over and 
where the boots touch 
anything else where the 
join hasn’t already been 
dark lined from a previ- 
ous step. Shading was 


SHADE 


the deeper recesses and most 


added to the backs of knees, underside of the calves and 
anywhere else that would be in shadow or appears as a re- 
cess using a 4:1 mix of Breonne Blue. I want to keep the 
boots looking fairly soft, like a suede or nubuck type 
leather rather than a hard polished leather so the shading 
and highlighting will be kept fairly soft and not stark. 


The highlighting on the 
boots was done with Ashen 
Blue in around 6 layers of 
4:1 mix with each layer 
covering a smaller and 
smaller area and concen- 
trated only on where a light 
from above would fall. 
Namely on the tops of the 
calves, fold at the top and 
the tops of the feet. One 
final highlight was added in 
very small amounts by add- 
ing a little Pure white to the 
highlight mix, this went 
mainly along the very 
edges of the folded top. 
The stitching detail and 
straps were picked out with 
straight Ghost White, and 
then highlighted with 50/50 

Ghost White/Pure White 
and then one final highlight on the very edges with Pure 
White. 


FINAL BOOTS & FABRIC 


Filigree is not as hard as it may look but does require a lit- 
tle patience to keep it neat because of the very fine details 
you’re working on. I’ve done all the filigree on this model 
with the same colours and techniques so I won’t repeat the 
steps when we get to her armour. 


I used Chestnut Gold, Palomino Gold and Buckskin Pale 
for the filigree with Pure White added to Buckskin Pale for 
the final highlights. Chestnut Gold was used for the base, I 
thinned it with a single brush load of water just to make it 
smooth so that it wouldn’t flood the surrounding model 
with paint. I then went straight to Palomino Gold using the 
same method, concentrating the colour on curves and over- 
lays. Then I added in some Buckskin Pale and made the 
highlight area smaller, followed by straight Buckskin Pale. 
This last highlight was concentrated where I believe a light 
from above would hit most and was followed by one final 
highlight with white added to the last colour, use this one 
sparingly in small dots where the light would be concen- 
trated and would ‘glint’ off the metal. 


When I look at her panties I’m reminded of large sequins or 
metal discs and I want to paint them to look something 
similar to both, IE: highly reflective. I started out by base 
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coating all the discs with Templar Blue and then I went 
over all bar the lowest discs with Breonne Blue to help en- 
hance the fact that some of the discs simply wont be re- 
flecting any light when looked at from the front or sides. I 
added some Pure White to the Templar Blue for the high- 
lights and simply added them in decreasing crescents along 
the top concentrating more on the middle and uppermost 
discs. I added more and more white for each layer and then 
did a final highlight along the very uppermost edges with 
Pure White. 


Now we can move on to the 
rest of her ‘clothing’. I base 
coated the arm grieves and 
her top in Breonne Blue and 
used Blue Liner for the dark 
lining making sure to pay 
special attention around the 
filigree. I wanted to keep 
these areas of the model 
fairly dark but still have 
them compliment the rest of 
the model so I’ve gone for a 
darker shade of the colour 
used on the boots rather 
than introducing a new col- 
our. 


Shading was done with a 
50/50 mix Breonne Blue 
and Blue Liner in a 4:1 ra- 
tio. This was applied on the 
underside of the arms, 
deeper recesses of the top and along the side of the top 
(under her arms). I want to keep the effect on these areas 
fairly subtle, like powder-coated steel so the highlights 
won't be too stark. I started the high- 


along the outer side of the right arm, 
upper side of the left arm and along the 
tops of the breasts, shoulders and diago- 
nally across her back. Using a lamp held 
where you imagine your main light 
4ST SHADE Source coming from will help to show 
you where the highlights should 
be placed for a more realistic 
look, you can of course always 
take artistic license and add a few 
where you want them to be too! I 
used three layers of the highlight 
colour decreasing the area 
y) painted with each layer, then I 

2ND SHADE added some Pure White and did 

two more layers. Now I got some 

Pure White and thinned it down to 6:1 and did three layers, 


lights with Templar Blue, placing them y 


FILIGREE 


ie 


BASE 


a metal surface but keeps it 
as a soft diffused light. I then 
thickened up the Pure White 
a little by adding another 
drop of paint and picked out 
a couple of concentrated re- 
flections (glints) in the cen- 
ter of the soft white areas. 
The gold filigree was 
achieved with the same 
methods as on the purple 
fabric keeping the highlight 
pattern in line with the sur- 
rounding areas. 


The Sword. I want to keep 
this as a fairly dark metal, 
but nowhere near black, just 
a dark steel really. So I base 
coat it with a 50/50 mix of 
Midnight Blue and Twilight 
Blue all over the blade. This 
is the colour I want the metal to 
actually be, shading and high- 
lighting will simply represent 
where the shadows and light falls. 
Each facet of the blade will reflect 
slightly differently to its 
neighbour and the reflections will 
never quite meet as such. At one 
end of the sword where there is 
light, there should be dark of 


equal strength and the opposite at the other end. This will 
make more sense as you look at the step by step images. 
Shading is added with a 4:1 ratio of Midnight Blue and 
then dark lining was finished using Grey Liner. 


SHADE 


yee, When shading a blade us- 
3 @ ing NNM like this I like to 
¢) build the shading up like I 
do with highlighting on 
other areas by using multi- 
ple layers of the same col- 
our over smaller and 
smaller areas. It’s best to 
use very thin paint for this 
with a very small amount 
on the brush to prevent 
flooding and transition 
lines. NMM tends to work 
best with very smooth 
transitions and high con- 
trasts between light and 
dark. Working from the 
center of the blade I paint 


this helps to enhance the fact that light reflects as white off my shades towards the ends, with each layer moving fur- 
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ther and further towards the end. Once 
I’m happy that the colour is smooth I 
]} move onto the highlighting. You can 
. always come back to the shading again 
t later once you’ve started the highlight- 
ing if you feel it’s just not quite dark 


After adding the shading to the blade I 
4 thinned down some Snow Shadow to 
4:1 and started working up the high- 
lights using the same technique as the 
* shading. 


HIGHLIGHTS 


OK, I have to apologise at this point because I took the 
model to my Local Gaming Club to finish painting it and 
totally forgot to take the camera along, so I don’t have any- 
more progress shots from here on in. 


I did three layers with this mix and then switched to Pure 
White for the final highlights just at the very tips of the 
blade. 

The hilt of the sword was done with a base coat of Linen 
White at a 3:1 ratio, | added a touch of Muddy Brown for 
the shading which was washed into the deepest part of the 
blade for a subtle effect, | used Pure White thinned to 6:1 
for three layers of highlights. 


The very top of the hilt and the Flute were done with the 
same colours used for all other Gold NMM. With the 
leather strap being the same colours as the strapping on her 
boots. 


Next came the hair. I'll be the first to admit that Iam hope- 
less at hair, I struggle with it constantly and am yet to paint 
a head of hair that I have been fully satisfied with, this 
model is no exception. With a 3:1 mix of Muddy Brown I 


base coated the hair, then I used a 6:1 mix of Brown Liner 
to add a little depth and separate out the strands. Highlights 
were done along the part and the highest points of the piggy 
tails where I felt light would shine off them the most by 
adding Leather Brown to the base colour and then using it 
straight. Final small highlights were done in Pure White. 


Her lipstick and nail polish were done with a 2:1 mix of 
Violet Red with a touch of Pure White added for the lip 
highlight and then 6:1 Pure White for the final highlight. 
The eye shadow is 50/50 Violet Red and Pure White 
thinned to 2:1, then highlighted simply by adding more 
Pure White. 


Now that I’ve finished the model itself it’s time to work on 
her base. The stone was done using Shadowed Stone for the 
base coat which was then darklined with Brown Liner. I 
used a heavy drybrush technique to bring the colour up 
with Stone Grey and then a light wash of the base colour to 
smooth it out. The final highlight was done with Weathered 
Stone using a light dry brush technique. I also did the slate 
like shards at the back with Muddy Brown. The skull was 
base coated with Bone Shadow washed with Brown Liner, 
highlighted with Aged Bone and then Polished Bone.. 


I then thinned down some Green Liner to 4:1 and used light 
strokes with a mostly dry brush to add a little colour to the 
stone, like a little moss and mildew on there. Brown Liner 
was used to darkline all areas and then used as some stains 
on the rock as well. I used Rust Brown for the engraving 
which I wanted to look kind of like really old tarnished 
metal but I wanted it to fade in to the rock as well and did- 
n’t want it to stand out to much. I then used Chestnut 
Brown and Chestnut Gold on the ‘metal’ to dull it down 
with light strokes of Green and Brown Liner to really 
knock the edge off the colour. 
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Once the paint was dry I added some dark green flock I hope I haven’t bored you to much and that I didn’t wan- 
(regular flock, not the static kind) to the rock, then helps to der from the path to often! 

add some texture and a new colour and aids to the old and 

battered look of the rock. Finally I got some PVA glue and Cheers, 

tinted it with a tiny bit of Surf Aqua and coated the exposed Julie 

parts of the base with it, I needed to do this in two coats AKA Death Angel 

allowing the first to dry completely first as the glue tends to 

shrink quite a bit. This was my first time creating water Written & Painted by Julie Goodwin 
with PVA and as you can see I got a couple of small bub- 

bles in it, they shouldn't be to hard to cover up with a third 

coat of tinted glue though. 


And that’s that. As you would have guessed by now this 
has all pretty much just been me rambling on about what I 
did and why rather than an outright tutorial on how to paint 
this model. I did enjoy painting her although I found the 
filigree to be a bit of a pain as it can be quite fiddly and 
frustrating when you just want to move onto the next area! 
Overall I think she came out quite well. I used a number of 
new colours that I hadn’t tried before and I’ve decided I 
quite like them (namely the skin tines and purples used on 
the fabric). 
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‘Set in 21st Century USA, we are introduced to a world 
‘where killing zombies is a fast moving gameshow. 
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Nicely aid out and good support with lots of downloads. 


We have started receiving novels from the Black Li- 
brary, the publishing arm of Games Workshop. While 
reviewing novels is certainly not the focus of Fictional 
Reality we’ll try to bring you reviews of these novels as 
time permits. 


Demon Download is a 236 
page sci-fi novel published 
by Blake Flame and is 
written by Jack Yeovil 
(penname for Kim New- 
man). At first I wanted to 
say that the book is set in 
the near-future of a 
slightly altered universe 
ince some of the near-past 
has apparently changed. 
But then I noticed that this 
is actually a re-print. The 
original was published in 
1990, so no wonder the 
last fifteen years of history 
seemed to be a little 
my skewed. Anyway, the 
book is based on a 1988 
Games Workshop game called “Dark Future” that was dis- 
continued shortly after it was first published. Today, fining 
a copy of the game is difficult at best, but it’s a stand alone 
book so you don’t need to know anything about the game 
to enjoy the book. 


JACK YEOVIL 


The story takes place in a world only a couple of decades in 
our future, but the world has apparently fallen apart in 
those intervening years. Large parts of the world have be- 
come mostly uninhabitable, and water is an extremely valu- 
able resource. Religious cults of every description (some 
really pegging the Bizarre-O-Meter) run rampant, and law 
and order for the most part has completely broken down in 
vast tracks of the United States (and presumably elsewhere 
in the world as well). What is left of the dieing society in 
these areas has based itself around day to day survival more 
than anything else. What is left of law enforcement is em- 
bodied in the revitalized US cavalry that patrols the re- 
mains of the highway system in high tech cars outfitted 
with enough weaponry to make them into a one vehicle 
army. Government is mostly controlled by the surviving 
big corporate conglomerates and the morals of society have 
really gone in the toilet. Add this to the fact that the wall 
between our reality and some alternate reality (hell per- 
haps?) is breaking down. This set of circumstance is then 
countered by the Catholic Church which is monitoring the 
changing fabric of reality and has become the high tech 
guardians of the world from threats most of the worlds 


population remains completely ignorant of. 


Enter the bad guy, a self proclaimed prophet that has been 
living for a very long time (at least a few centuries). He 
seems to be the embodiment of evil and his goal is to do 
nothing less than to bring about the end of the world. His 
master plan in this particular episode is to summon a new 
age demon to possess the data-nets of the world and turn all 
the electronic gadgets of the world against their owners. 


Enter the good guy, a female black operative dispatched by 
none other than the Pope himself. Her name is Chantal 
Juillerat, and it turns out that she is not only a dyed in the 
wool master assassin/spy/clean house type of lady, but she 
also happens to be a nun (and just to make things more in- 
teresting, the age old rule of celibacy has been revoked by 
the Vatican some time ago). She arrives on the scene in a 
car that will wow even James Bond, and her job is to stop 
and exorcise the Demon. The problem is that she arrives 
only after the Demon has already had its way for longer 
than it should have making her mission a whole lot more 
difficult, if not impossible. 


Fort Apache, the headquarters of the US cavalry in that part 
of the country, is the gateway to the rest of the data-net and 
the first big target that the Demon is after. When it arrives, 
literally all hell breaks loose. It’s up to our gun-toting nun 
and a trooper that she befriends in her adventure (one of the 
few people she meets that manages to survive more than a 
few pages) to put the genie back in the bottle, and to do 
their best to live to tell the story. 


I have to say that I enjoyed the book. It incorporates a lot 
of subtle humor and takes a few tongue-in-check stabs at 
society and its institutions. It took a good third of the book 
for me to figure out what was going on, and who to root for 
(rooting for someone too early in this book is a sure way to 
get disappointed... trust me) but the author does a good job 
in wrapping up loose ends and giving the reader satisfac- 
tion in the end. To me, the only real down side is that 
some of the material is a bit dated (duh... it was written a 
decade and a half ago) but still a really good read. The 
book’s cover price is $6.99 USD and I give it three and a 
half, out of five, stars. 


Review by Clay Richmond 


“NECROMUNDA Junktion” 2005. 
Author: Mathew Farrer 253 pages 


What’s the word half way between “love” and “hate”? I 
can see several people doing it: you know, the little “enh” 
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accompanied by a small, 
two-shoulder shrug. I 
guess “average” is as close 
as I can spell. 
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I’ve read several series of 
books based on games/ 
movies/gum wrappers and 
this one just doesn’t stand 
out. Maybe it’s my unfa- 
miliarity with 
Necromunda, maybe it 
was the author’s assump- 
tion that the reader knew 
something about the game. 
Whatever “it” was, the 
book left me with the feel- 
ing that the author pushed 
this out in a hurry and set- 
tled for a book that is basically background material for the 
game. In skimming through the highlights of several differ- 


ent “monsters”, “character classes” and “non-player charac- 
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ters”, the author seemed to be reading from the game rules. 
On occasion, a ray of real writing would shine through the 
clouds of “only gotta describe 3 more monster types”. Usu- 
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ally these rays appeared while the main character was being 
held by the throat and his assailant was breathing in his 
face. When the best writing describes the opponent’s bad 
breath, you can’t expect much from a book. Maybe the edi- 
tor decreed the book length and something ( development 
of the characters?) had to be left out. 


Most successful derived books or series delve deeply into 
one facet of the “world”. For example, R.A Salvatore’s 
treatment of the Dungeons & Dragons staple, the Drow 
Drizzt, gives me the urge to play him as a character in a 
high-level game. The main character in Junktion seemed as 
if he was hired to take the reader on a tour of the 
Necromunda “world” ( and not get killed on the trip). I 
couldn’t generate much emotion about the downtrodden 
lamplighter until the last few chapters. I always knew that 
the next “encounter with death” was going to involve a 
completely new type of monster. This occurred so often 
that when an “old” critter showed up, I was surprised. 

Instead of developing a bond between “hero” and reader, 
the author spent MUCH too much time describing how the 
Lamplighter moved his feet from this point to that when he 
should been describing his inner thoughts. Late in the book, 
both the character and the author finally woke up to the 
task of telling the story and not just describing the “world”. 
If there is a “Necromunda for Dummies”, I need to 
read it first and then re-read Junktion. In a “world” 
as complex and different from our own as 
Necromunda, 253 pages is not enough to get the 
reader comfortable with the town itself, let alone 
the hive lower levels. 


Would I recommend the book? Now there’s a good 
question and the answer is “Maybe.” If you’ve 
never played the game or don’t have a beginning 
familiarity with Necromunda, stick with Lord of 
The Rings. If you’re an old hand at the game, you 
probably could write the book. However, for the 
beginning player of the game whose first character 
got a ripper-discus in the forehead and whose sec- 
ond character was toe-to-toe with a Firebrand when 
play was suspended, this might fill in some of the 
thin spots. 


Review by William Lang 


End of the Line 
Author: Rebecca Levene 


End of the Line is one ina series of books inspired 
by the movie “Final Destination”. 


Taking place in present day New York City, a 
group of international students have gathered on a 
cultural exchange trip only to find themselves op- 
posing the most powerful and undeniable force in 
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nature, Death. (The stu- 
dents survive a subway 
crash when they weren’t 
suppose to due to the pre- 
monitions of one student 
and Death is determined to 
collect what is due.) 
Through a_ series of 
unlikely coincidences sev- 
eral of the students come 
to an extremely gory end. 
But amid their struggle for 
survival they find assis- 
tance from a young med 
student whose own recent 
personal brush with the 
great beyond may provide 
the key to beating Death. 


TWAL DESTINATION 


ANIVELDY REBECCA 

If this scenario sounds familiar it should be, Final Destina- 
tion, the movie, centers on a group of teenagers not board- 
ing a plane that Death has decreed shall crash. In Final 
Destination 2, it’s a highway pileup, and in this book, it’s a 
New York City subway crash. Unfortunately, the old ad- 
age proves correct again: “If you’ve seen one teenager 
thwarting Death flick, you’ve seen them all.” Okay, maybe 
not such an old adage, but you get the idea. There is noth- 
ing new here to draw the reader in. Anyone familiar with 
the movies or their plot lines would feel they have already 
read this book. 


If you are new to the whole Final Destination story, this 
book will familiarize you with the basics, but there is noth- 
ing to really draw you into what is happening to these kids 
or why. It is just a collection of predictable characters in 
various uninteresting situations tied together by the threat 
of their common impending doom. 


For the price and entertainment, I’d recommend renting the 
original Final Destination movie. That way you will get a 
quick Final Destination fix in only 90 minutes instead of a 
slower not so eye-opening few evenings. 


Review by Kyle Whaley 


The Twilight Zone 
Burned One Night at Mercy 


What it is: A 408-page paperback book that contains a 
novelization of two episodes of The Twilight Zone, written 
by Christa Faust and published by Black Flame, a publish- 
ing house of Games Workshop. The book sells for 
$7.99 in the US and £6.99 in England. 


Between the covers: The book is two novellas, each a 
novelized Twilight Zone episode. The first episode is 


called “Burned” and tells 
the tale of two young chil- 
dren, one handicapped, 
that are living with their 
mother in an abandoned 
apartment building when 
the owner of the building 
hires a man to burn down 
the building to collect the 
insurance money. The 
mother has left the chil- 
dren in their apartment 
while she is away making 
money for Christmas gifts. 
The building burns, the 
children die and then the 
story really begins. 


to another dimension. 
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The ghosts of the children 
discover all of the various players in the arson plot and be- 
gin a systematic “cleansing” of the perpetrator of their 
deaths and the people involved. All of the people involved, 
including a crooked arson investigator all die by burning. 
Miraculously, the child spirits ensure that any innocent vic- 
tims are led out of the burning buildings before they are 
torched. Of course, no bad guy is left alive at the end, so 
justice, or at least vengeance is served. 


The second novella is called “One night at Mercy”. It is 
about a young doctor, a new resident in an urban emer- 
gency room. Another local hospital had recently closed 
their doors, so the traffic on this particular Saturday night is 
about double or more than usual. An alleged suicide failure 
is brought into the ER. He is deemed a psychiatric patient 
and he asks for the young doctor by name. He calls himself 
“Death” and knows way too much about way too much. 
He has decided that he is tired of all the hate and hostility 
and wants to take a break. For 24 hours, nobody dies at 
Mercy Hospital. 


There are a lot of details about a lot of ER cases. It is very 
gritty and intense. The writing is compelling and the story 
is interesting. It’s a grisly, thought provoking tale and a 
page turner. 


Of course, with Death taking a break, the doctors and 
nurses of Mercy Hospital are made to look like miracle 
workers and that has interesting effects on their personally 
jaundiced views of life and their place in the grand scheme. 


My first instinct was that the book would merely be a re- 
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telling of the TV show. I couldn’t be more wrong. The 
stories are full of intimate details and Ms. Faust puts the 
reader inside the heads of the characters. 


With both novellas, Ms. Faust proves that she is an excel- 
lent writer. Not having seen the episodes, I can’t imagine 
that the level of detail found in the book was shown on TV. 
Therefore, it has to be a great deal of poetic license taken to 
fill in all of the detail of the book. And that makes reading 
the stories worthwhile. 


I did find myself distracted during my reading wondering 
what the TV episode may have said or done at certain 
points of the stories. I kept wondering if it be possible to 
convey the sort of detailed information and motivations 
provided by the author. I can’t imagine an hour of televi- 
sion that could convey the 200-plus pages of story accu- 
rately and the TV show suffers because of it. I’ve often 
heard (and believe) that books based on other media are 
inferior to the original story or media. Here is a case where 
the book has to be better than the original media (obviously 
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the TV show) because of the depth of the characters and the 
astonishing level of detail. Not only has this book made 
me a fan of the new Twilight Zone series, but it has defi- 
nitely made me a fan of Christa Faust. I look forward to 
any original works she may publish in the near future. 


Value: If you like good stories told well, then this is a very excel- 
lent choice. Each story is shorter than a full novel but doesn’t 
lack (too much) in depth or character development. I would 
count this as an excellent book for reading while traveling be- 
cause you can finish each novella during a typical 3-hour flight 
(if you're a fast reader, I suppose). And if you're a fan of The 
Twilight zone, it’s well worth the money. 


Review by Larry Naeyaert 
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